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Chapter 1 Introduction to Pinnacle Impression 



Impression makesCD and DVD project authoring accessibleto a broad range of 
video professionals. 

You can create top-quality CDsand DVDs quickly, simply, and affordably with Impression. 
This complete CD and DVD authoring solution provides video professionals in thecorpo- 
rate, education, and government arenas with a truly intuitive, drag-and-drop interface. 
Impression enables creative professionals to add interactivity to their linear video assets using a 
familiar timeline paradigm. With Impression's unique interface, you can layout an entire 
project within a single window using a minimal number of steps. 

Easily drag video, audio, subtitle, and still clipsinto Impression'stimeline. Develop menus 
and buttons using a graphics application, and then import them into Impression with a sim- 
ple menu click. Simply link video clips to graphic menu screens. 

Embedded real-time simulation provides immediate feedback on the work in progress Once 
the project is complete and all assets are in M PEG formats, create a C D or DVD imageand 
record a CD or DVD ready to play. 

Impression overview 

Impression allows you to easily and quickly author CD and DVD projects. To keep authoring 
time to a minimum, you should have a clear plan and/or storyboard prepared in advance. 
Video, audio, and subtitle assets must be edited and haveacompatiblefileextension prior to 
authoring in Impression. Additionally, menus, backgrounds, and buttonsshould be created 
before authoring. See "Appendix 1 1 . Preparing assets for I impression" for a description of these 
p re-authoring steps. 
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Impression procedural work flow chart 



Import assets (audio, 
video, and menus) 
into your library. 



1 



Add assets to your 
project timeline. 



i 



Record your CD or 
DVD or create a image 
on your hard disk. 



5 



Set chapter marks 
and titles. 



Simulate the DVD or 
CD to preview and test. 



View and configure 
menus in the monitor. 



Add Go To links. 



V 



5 



Link menu buttons 
to assets. 



V 



Impression DVD-Pro and DVD-Pro SE versions 



If you're using Impression DVD-Pro SE, you do not have certain features described in this 
manual, including subtitles, multiple-tracks, or motion menus. 



Minimum System requirements 



Windows 98 SE, Me, 2000 or NT 4.0, on a 300M Hz Pentium II or greater, 64M B RAM 
and hard disk space to store2 extra copies of your project's assets (for imaging and build- 
ing) 

800 x 600 24-bit resolution or greater monitor 

Video card that supports YUV overlay (which are most AGP cards). 

Sound card that support 16-bit, 48kH z audio. (C D audio is 16-bit, 44kH z) 

DVD recorder or CD recorder such as the ones recommended in the table on page 105. 

Content limits are 10. 08M bps combined audio and video for DVD and 4 M bps for CD 

Apart from any Impression requirements, DVD builds require 16-bit, 48kHzaudio. For 
video, audio, subtitle, and menu requirements, see Appendix II on page 71. 
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Who uses Impression? 

Impression provides a complete CD and DVD authoring solution for creative video profes- 
sionals^ variousfieldssuch as corporate, education, and government. Impression enables art- 
ists and other creative professionals to add interactivity to their linear video assets using an 
intuitive timeline paradigm and multiple tracks. Thisauthoring solution is also appropriate 
for any CD or DVD service bureau operation. 

CD/ DVD authoring background 

Thismanual is directed toward CD and DVD authors using Impression. It isassumed that 
you have an understanding of common filmmaking and broadcast production terminology. 
Designed for the artist rather than the engineer, thismanual assumes you have no previous 
knowledge of interactive video production. 

Basic Windows knowledge is expected. Concepts such as click, double-click, drag-and-drop, 
and highlight, as well as general Windows navigation should be understood. 

Technical support 

For assistance, please refer to thecontact list available on www.pinnaclesyscom/support. 
Comments 

Pinnacle Systems Inc. i s eager to receive feedback about its products and documentation. If 
you have comments, please send them to: 

Email: I mpression-support@pinnaclesysconn 

Fax: 650-930-2347 

Mail: Pinnacle Systems 

280 N . Bernardo Avenue 

Mountain View, CA 94043 

Attention: Impression DVD -Pro Product M anager 
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Manual organization 



ThePinnaclelmpresion User'sM anual is organized into three main sections Chapter 1 provides 
introductory information. Chapters 2 through 11 provide discussion and procedures on authoring 
yourCD orDVD project from start to finish. T he Appendices provide installation instructions, 
steps for preparing media for use with Impression, a list of supported CD recorders, and reference 
material for Impression menus and other controls 
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Chapter 2 Getting around the desktop 



This chapter is a quick overview of the Impression desktop, meant to help you best use the 
tools, displays, and icons. The desktop displays three main work areas: 



• TheProjectTimelinedisplaysyour project layout. 

• TheAssetsLibraryholdsyourimported clips, menus, and images. 

• The Player and Preview Monitor lets you run simulations and manipulate menus. 




Player Timecode Preview Monitor 
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In addition to the work areas, the desktop contains a menu bar, a toolbar, and a status bar. 

The toolbar has icons representing useful commands. The menus and toolbar icons are 
described in the appendix, "M enus, toolbar, and player controls reference" on page 93. 

You can show or hide the toolbar and the status bar using options on the View menu. 

If you let the mouse cursor rest on an toolbar or many other icons for a few seconds, a pop-up 
help message appears, giving a brief message about the purpose of the icon. 



Changing the desktop appearance 



Besides using the regular windows tools to maximize or change the size of the I impression 
desktop, you can use the mouse drag-and-drop function to change the relative sizes of the 
timeline, library, and preview monitor window areas within thedesktop. To change the size of 
window area, place the mouse cursor over a window border between two of the windows until 
thecursor looks likethis: — or this: . You can then pressthe left mouse button and 
drag the window border to a new position to increase or decrease the window size. 

In thescreen exampleon the left, wehavedragged thelibrary areabordersup and to theright, 
hiding the timeline and the monitor. That gives us a better view of along list of images. In the 
exampleon theright, wehavedragged the preview monitor area borders up and to the left to 
get a bigger view of a simulation. 

Drag window borders to enlarge or shrink work windows. 
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Want to do something? Drag-and-drop it 

The Impression desktop providesfor direct, visual action. Most often, you can do what you 
want using drag and drop. That is, you point to an object with the mouse cursor, press and 
hold the left mouse button while dragging the object to a new location and then releasing the 
button. You can drag and drop any kind of assets into the timeline, drag buttonsto new loca- 
tions on a menu. If you want to change the location of menu buttons on the graphic menu, 
you drag them to where you want them. You can even drag assets into theasset library from 
Windows Explorer. 

Right click for local, context sensitive menus 

You can right-click on most places on the Impression desktop to pop-up a local menu— a con- 
text sensitive menu that offers you specific actions based on where you right-clicked. For 
example, if you right-click on a video clip, thepop-up menu offers choices to start a simula- 
tion, make a new title, make this clip into the First Play, etc. M enu options that are not appro- 
priate are grayed out. 

Viewing and modifying properties 

If appropriate, right-click pop-ups have a Properties... option. Clicking Properties... displays a 
window giving information about the object you right-clicked on. In some cases, you can 
modify one or more of the properties. 

Thefollowing objects have properties you can view when you right-click them and then select 
Properties from the pop-up menu: 

• Cell properties displays after clicking the timeline itself rather than some asset or object 
insideit. Cells, as well as titles and chapters, are described beginning on page 31. The 

C ell Properties dialog allows you to set the type of ti mecode and the durations of assets. 
See page 26 and page 27. When theasset is a still image, you can set the duration for the 
still. 

• Titles properties lets you nameor rename the selected titleand displays the color of the 
title track. These are discussed on page 37. 
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• Video properties shows the type, duration, and other information about the currently 
selected video clip. 

• Audio properties shows the type, duration, and other data about the selected asset. 

• Subtitle track and Audio track properties each allow you to set the language label for 
their respective tracks. 

• Button properties allowsyou to view and modify several button attributes. See "Chang- 
ing button properties— size and position" on page 42, and "Changing button proper- 
ties— type of link and target track" on page 55. 

Preferences 

Edit Preferences lets you modify the size of thumbnails, select the type of display (NTSC 
or PAL) and choose general settings including settings affecting your graphics card. See 
page 99 for further information. 

Undo mistakes 

A feature that deserves special mention isthe multiple undo feature. Press Ctrl-z or select Edit 
-^Undo to reverse not only the last edit action, but an entire unlimited stack of previous 
actions— that is, you undo actionsfrom most recent back to first. 

On the Edit menu, there is also a Redo command that reverses the Undo command. The 
Redo stack can be as long as the U ndo stack. 
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Project timeline 



Hmecode tab 



Titles- 
Menu track— 

Timecode, View Change buttons- 
Video 1 track- 



Video 2 track- 
Audio 1 track - 

Subtitle 1 track- 
Scroll bar- 




T he DVD -Pro project timeline is divided into a title bar, a menu track, up to two video 
tracks, up to 8 audio tracks, up to 32 subtitle tracks, and a timecode bar to coordinate the 
other tracks. A timecode tab sits on top of the timecode bar, indicating the position of the 
frame currently displayed in the preview monitor. 

Note: Impression DVD-Pro SE hasone video track, oneaudioand no subtitle tracks To upgrade to 
thefull version of Impression DVD-Pro, please visit www.pinnaclesys.com/lmpre5Eion. 

A digital display of the timecode is shown at the bottom of thedesk- 
top, below thepreview monitor. Thisdisplays the time and frame at 
the timecode tab, and isfurther described on page26. 

The menu and video tracks can be broken into sections: Titles, menu sections (M 1, M 2, etc.), 
cell sections, and chapter sections (CI, C2, etc.). Project organization in sections is discussed 
in "Titles, cells, and chapters" on page 31. 




Zoom- in, zoom-out, and run simulation 

The menu and chapter numbering aredisplayed at the top of the gray bar preced- 
ing each menu or chapter section. The three buttons at the left of the timecode 
track, between the menu track and video track headers, perform these tasks: 
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• The"+" button isaZoom-ln button. It stretchesthetimelineso that you seelessofthe 
overall timeline but more details in a particular segment. 

• The"-" button is a "Zoom-Out button. It compresses the timeline so that you can see 
more of it in one view. 

Note: You can also zoom-in or out by shift-dragging thetimecodebar. That is, hold the 
shift button, then click thetimecodebar and drag it to the left to compress or to the right 
to expand. Further, you can use a video chapter bar icon to expand or contract the view. 
See Table 3 on page 24. 

• The left-most button (thegreen up-arrow) is the simulate button which initiatesa simu- 
lation process at the First Play asset. 



Moving and selecting in the timeline 



This drag-and-drop tab shows 
places the time and frame that dis- 
plays in the preview monitor. 



You can click anywhere on thetimecodebar to move the tab to that point— or you can drag- 
and-drop thetab— to any point in thetimelineto display a particular frame or menu. 

Press Ctrl, then drag-and-drop the tab to scrub 
the video in the preview monitor. 




Note that you can scrub in real time by using Ctrl-click: press the Ctrl key, then drag the time- 
code tag along thetimelineto jump through frames in the monitor. 



When you click on an object in thetimelineto select it, it is highlighted with a dashed line 
border [ ~~ ] . Fu 
project" on page 19. 



border j~ ~\ . Further details on the project timeline are contained in "Laying out a 
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Assets library 




Video, audio, subtitles, menus, or button graphic assets are all imported into thelibrary win- 
dow. When imported, they are automatically sorted and filed under the appropriate library 
tab: M enus, Clips, or Images. 

The I mport Assets button displays in the bottom left corner of the library window. 
Click this button to import any video, audio, or menu graphics into thelibrary. It 
serves the same function as the File Import Assets... command. 



Within thelibrary window, you may change how the files are displayed. 

— List button- click this to view details such as file name, size, etc. for each asset. 

f A 

'—Small icon button- click this to view the small icon and name of each asset. 
- Large icon button- click this to view the large icon representation of each asset. 



The assets library is discussed more in "Importing assets into your project" on page 13. 



Preview monitor and player 

The preview monitor and player arediscussed in various contexts throughout this guide. Th 
media player controls are described in detail beginning on page 103. 
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Chapter 3 Importing assets into your project 



Video, audio, and subtitle clips, and menu graphics are all assets used in creating 
Impression projects 

All video, subtitle, and audio assets should be captured and edited prior to insertion in the 
Impression authoring application. For compatibility with Impression, includetheappropriate 
file extensions for each format. For more information, refer to "Preparing video and audio 
content for I impression 2.0" on page 71. 

M en us and their associated button graphics can be created prior to inclusion to your CD or 
DVD project. Impression directly supports graphics created in Adobe Photoshop®, but you 
can create backgrounds and button images in any graphic program that can create 24-bit 
Windows format bitmaps (.BM P). For information about creating menus and buttons, refer 
to "Creating menus and buttons" on page 76. 

Project planning before using Impression 

The key to producing a quality CD or DVD project is planning. 0 nee all assets are prepared 
and your project is planned, your completed CD or DVD project is just a few clicks away. 

1. The first step is to define the scope and basic structure of your project. For example, will 
it be a simple linear project or one with lots of menus each linking to a variety of options? 
Essentially, you will need to determine the level of interactivity. 

2. C reate a storyboard or flow chart of your project. If it requires only a basic level of inter- 
activity, a simple straight storyboard may suffice. H owever, if your project plan necessi- 
tates a complex level of interactivity, a branching flow chart may be more appropriate. 

3. Then, you will need to capture, encode, and edit your assets. 

4. Determine the look and feel of your project. Prepare all your menus and buttons to 
reflect this image. 
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Bit budgeting 



Once your project is planned, you can determine the "bit budget" for your project. To calcu- 
late your bit budget, add together the size of all the assets necessary for your project (video, 
audio, and graphics). The total of these asset requirements cannot be greater than the selected 
disc size— 650M b or 700M B for a CD , or, depending on the type of DVD , 3.6 or 4.3 
gigabytes for a DVD . You can fit 3.6 gigabytes on a "3.95" DVD-R and 4.34 gigabytes on a 
"4.7"DVD-R/RW or DVD 4R/RW. (3.95 and 4.7 refer to billionsof bytes- e.g."gigsof bytes". A 
kilobyte is 1024 bytes- not 1000 bytes If you do the math, when you start getting into 4.7 GB 
sizes, there is almost a 400 M B difference between 4.7 gigabytesand 4.7 "gigs of bytes".) 

Bit budgeting is different than disc space allocation. To author a CD or DVD project, you 
will need to allocate enough disc space on your PC to store a copy of all your project's assets, 
thebuild fileand theimage— roughly three times the space taken by the assets alone. 

When estimating or calculating storage space requirements, split clips take up more space on 
DVDs— see "Planning considerations" on page 29. 

Importing assets into Impression 

Assetsin Impression refer to video, audio, and subtitle media files, plus menu graphics. 
Library window 

Assets are imported into the Assets Library, which appears in the lower left quadrant of the 
Impression desktop. Assets are sorted into three different windows: Clips, Menus, and Images. 
Clip refers to video, audio, and subtitle assets. M enus refer to complete menus. I mages refers to 
thegraphic image components that can be composed into menus. 

When you open Impression, theClips tab displays as the default library window. 
Selecting library windows 

T he library tabs hold the different types of assets: 

Click theClips tab to seethevideo, subtitle, and audio clips available. 
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• Click the Menus tab to view available menus. 

• Click the Images tab to seethe individual graphics that can be used to create new menus. 
Importing assets 

Important: For information on preparing assets to use in Impression and for assets names and 
extensions, see "Preparing video and audio content for Impression 2.0" on page 71. Also note 
that before you import menus, you should set the video modefor NTSC or PAL, which is 
done by selecting Edit Preferences and choosing a Video Mode check box. 

To import assets into Impression, select the File Import Assets... option. (Alternatively, 
click the Import button at the bottom left of the library, or right-click in the library.) 

The Import Assets window displays. Select the appropriate filefrom thiswindow and click 
Open. You can select multiple files at onetime by pressing the Ctrl key while clicking on each 
file, or you can selectagroup of files by pressing the Shift key and then clicking the first and 
then the last file in the group. 
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Alternatively, you can also drag assets from adesktop window, such as Windows Explorer, 
directly into any of the tabs in the library. With any of these import methods, the assets will 
automatically file themselves in the appropriate tab of the library: Clips, M enus, or Images. 




Removing assets 

To remove a menu or other asset which is not in use from the library window, click it to select 
it, then press the Delete key on your keyboard. Impression will not let you delete any files 
which are currently placed in thetimelineof your project. Removing an asset from Impression 
does not delete it from your hard disk. 



Changing views of the library 

Within the library window, you maychangehow the files are displayed. 

1-4 — List button- click this to view details such as file name, size, etc. for each asset. 

'—Small icon button- click this to view the small icon and name of each asset. 
' — Large icon button- click this to view the large icon representation of each asset. 

The figure at the top of the next page shows an example of the three different displays. 
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Assets library views 



Large Icon View 



Small Icon View 
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Chapter 4 Laying out a project 



Project timeline overview 

Impression'stimelinerepresentsyourentireCD orDVD project— all mediaand menus— in 
one location. 

Thistimeline is divided into a menu track, up to 2 video, 8 audio, and 32 subtitle tracks, and 
atimecodetrack. For more information on working with multiple tracks, see page 29. That 

chapter discusses adding and deleting additional tracks. 

Track names Chapter bar Video clip Go To link Timecode tab 




First Play icon Home icon Menu Menu background Expand/ Contract icon Audioclip Subtitleclip 



Note: Subtitlesand multi pie tracks are not avai lable i n DVD-Pro SE.Toupgrade to thefull ver- 
sion of DVD-Pro, which allows32 subtitle tracks 8 audio tracks and 2 video angles, visit 
www, pi nnade5ys.c0m/l m press on . 
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Thetimelinealso displays theTitle (T 1, T2, etc.) and Chapter (CI, C2, etc.) divisions used 
to organize your clips. Refer to "Titles, cells, and chapters" on page 31 for information about 
working with titles, cells, and chapters. 

The menu track contains your project's menus, which are numbered sequentially (M 1, M 2, 
etc.), as well as your project'sGoTo links, First Play, and HomePlayicons 

T he timecode track displays the duration of thevideo clips, and thetimecodetab resting on 
the track shows the exact position on thetimelineof theframe currently displayed in thepre- 
view monitor. You can move the timecode tab to any place on thetimelineby dragging it or 
by clicking thetimecodeat thetimeyou want to select. 

Thevideo tracks contain your project's video clips and menu backgrounds. A video clip isa 
continuous section of video asset. The menu background istheimageof themenu without 
any buttons. 

The audio tracks contain your project's audio clips. An audio clip is a continuous section of 
an audio asset. Each audio clip must accompany either a video clip or a menu. They cannot 
exist on their own. 

The subtitle tracks contain your projects subtitle clips and, likeaudio, they must accompany a 
video clip or menu. Subtitles may be used on DVDs only; they are not used on CDs. 
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Adding video clips, audio clips, subtitles, and menus 
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To add a video clip, audio clip, subtitle, or menu, drag the item from the asset library and 
drop it onto one of the tracks within the project timeline. Before you add a subtitle, or if you 
want to add an audio or video clip to anew track, you need to create the track as described in 
"Adding tracks" on page 30. 

When adding an audio clip or subtitle, note that you can only drag the asset beneath an exist- 
ing menu or video clip. 

When addingamenu, note that two versions appear: the complete menu itself in themenu 
track, and the background only in the video track. You can also drag an image background 
asset from the Images tab of the library to the video track background to create a new menu 
with the new image as background. Refer to "Working with menus" on page 39 to learn how 
to add buttons. 
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Video and menu notes 

When video, menus, or images are dragged to thetimeline, you will notice a vertical linethat 
highlights the location where the asset will be added. Normally, video or menu assets are 
added after, or between, clipsal ready in thetimeline. When you drag the video, menu, or 
image to the inside of an existing asset, Impression thinks you want to replace the existing 
asset and will ask you to confirm that replacement. 



About menus in the timeline 




Each menu isindicated by the presence of a gray bar preceding an icon ofthemenu.Thisgray 
menu bar contains a variety of information forCD orDVD authors. At the top of the gray 
bar isthemenu number (M 1, M 2, etc.). M enus are numbered sequentially from the begin- 
ning of thetimelineto theend. In the example above, the menu is also surrounded with a 
dotted line, which meansthat it is selected. 

A number of informative icons may appear in the menu bar and around the menu. These 
icons are explained in the following table. 

Table 2: M enu icons 



Menu Icon 


Description 


H 


This"home" icon indicates that themarked menu isthe home menu to 
play during simulation. Thehomemenu is always the first menu in the 
timeline. When you press the Home Menu button, (ortheTitlebutton 
on a DVD remote), this isthe menu that displays. 


□ 


This icon indicates the "first play" of the project. To set an asset as the 
first play, right-click and select Make First Play. 
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Table 2: M enu icons 



Menu Icon 


Description 


a 


This minimized menu icon indicates that the visual icon of the menu is 
removed from view or minimized. There is no change to the content of 
themenu, only to its visual representation in the timeline. To switch 
between views (minimized to thumbnail to expanded), click this icon. 3 


a 


Thisthumbnail menu icon indicates that the visual icon of themenu is 
reduced in size or compressed. There is no change to the content of the 
menu, only to its visual representation in thetimeline. To switch 
between views (minimized to thumbnail to expanded), click this icon. 


a 


This expanded menu icon indicates that the visual icon of themenu is 
in full view or maximized. There is no change to the content of the 
menu, only to its visual representation in thetimeline. To switch 
between views (minimized to thumbnail to expanded), click this icon. 



a. shift double-click on a video asset in the timeline causes the view to shift between the 
minimized, thumbnail, and expanded views 



About video clips in the timeline 




Each video clip is indicated by the presence of a gray bar preceding a thumbnail that is created 
to represent thebeginning of each cell. Thethumbnail is of frames from the beginning of the 
clip. Thisgray bar contains a variety of information for CD or DVD authors. At thetop of 
the gray bar is the title number (Tl, T2, etc.), chapter number (CI, C2, etc.). Chapters and 
titles are numbered sequentially from thebeginning of the timeline to the end. The gray bar 
varies depending on whether it represents a cell, chapter, or menu, as is discussed in the 
chapter on "Titles, cells, and chapters" on page 31. 
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If you select and right-click avideo asset in thetimelineand then select Properties... on the 
pop-up menu, you can view the asset's properties: its type, duration, and other information. 



A number of informative icons may appear in this gray bar and around the video clip. These 
icons are explained in the following table. 

Table 3: Video clip icons 




□ 


Thisicon indicatesthe "first play" oftheCD or DVD project. To set an 
asset asthefirst play, right-click and select MakeFirst Play. 


■ 


This minimized chapter icon indicates that the visual icon of the video 
isremoved from view or minimized. Thereisno change to the content 
of the video, only to its visual representation in the timeline. To switch 
between views (minimized to thumbnail to expanded), click thisicon. 


■ 


Thisthumbnail chapter icon indicates that the visual icon of the video 
is reduced in size or compressed. Thereisno change to the content of 
thevideo, only to its visual representation in the timeline. To switch 
between views (minimized to thumbnail to expanded), click thisicon. 


I 


Thisexpanded chapter icon indicates that the visual icon of thevideo is 
in full view or maximized. Thereisno change to the content of the 
video, only to its visual representation in the timeline. To switch 
between views (minimized to thumbnail to expanded), click thisicon. 


□ * □ 


TheGoTo icon indicates theflow of themediain the timeline. It 
points to the next menu or video clip that will be played. By default, it 
points to the next menu or video clip on thetimeline (left icon). H ow- 
ever, it can be linked to any other menu or video clip (right icon). 


a 


T his video outpoint icon, on the timecode ruler at the end of avideo 
clip, can be used to adjust the playback of thevideo. By dragging the 
outpoint icon, you can cause thevideo to stop at a particular frame of 
thevideo. 
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Changing the audio language label 



You can change the name for the language displayed under the Audio tracks name as follows: 
Right click anywhere in the Audio track name area, then click Properties... and use the drop- 
down list to select a language. This language label is also displayed in the DVD player. 

About subtitles in the timeline 

Unlike the other tracks, you do not see a blank Subtitle 1 track when you begin a project. To 
add subtitles, you first add subtitle tracks as described under "Adding tracks" on page 30. You 
can then drag the assets from the library as you do with other assets. 



Changing the subtitle language label 

To change the name for the language displayed under the Subtitle tracks, right click anywhere 
in the Subtitle track name area, then click Properties... and use the drop-down list to select a 
language. This language label isdisplayed in theDVD player. 

Playing or viewing an asset 

Double-click a video clip in the timeline to simulate it in the preview monitor. If a video and 
audio clip are grouped together in a chapter, Double-click either to play them both. 

M enusand menu backgrounds behave differently. To simulate a menu in the preview moni- 
tor, double-click the background thumbnail in the video track. To place the menu into the 
monitor for editing, double-click thethumbnail in the menu track. 



Deleting assets from the timeline 

To remove an asset from your timeline, click the asset in the timeline to select it (a dotted line 
appears around a selected asset), and press the Delete key on your keyboard. If you selecta 
Video 1 (track 1) clip which isgrouped with audio or other assets, all are removed. 0 nly the 

reference to theasset isdeleted from thetimeline; the source file is not deleted. 
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Rearranging assets within the timeline 



To rearrange the order of your media within your project timeline, click the asset: adotted 
lineoutlines the asset to show that it is selected. Then drag-and-drop it at a new location. 
When necessary, the menu or chapter number at the top of the gray bar will update automat- 
ically with the newly ordered number. 

Setting cell properties- the timecode type 

Thedigital timecode display shows the type as well as the time and 
frame for the current video clip. The format for the display changes 
depending on the type of timecode displayed. The general format is 
H ours : M inutes : Seconds : Frame N umber (H H :M M :SS:Frame), but the punctuation 
between secondsand frame changes from colon (:) to semi-colon (;) to period (.). Emphasisis 
added in thefollowing descriptionsto highlight the different formats. 

N TSC N D F (N on D rop Frame). This runsat 30 (fps) frames per second and is displayed 
asHH:MM:SS:Frame 

• NTSC DF (Drop Frame). Two frames are dropped every minute except at ten minute 
boundaries. This runs at 29.97 fps and is displayed asH H :M M :SSlFrame 

PAL. Thisrunsat 25 fpsand isdisplayed asH H :M M iSSiFrame. 

Setting the timecode type affects the cell— the video clip and its associated audio, subtitle, and 
second video track clip if there is one. Cells are discussed starting on page 31. 




Q 
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To set the timecode type: 

1. Right-click anywhere in the timeline in the video clip in which you want to set the type. 

2. In the local menu that pops up, click Properties.... 




Djt*h: 

—IT 1 <:»■:« | 



3. In this dialog, use the Timecode Type drop-down list to make your selection. 

Setting cell properties- duration properties 

N otethat the Cell Properties dialog shown immediately above also allows you to set thedura- 
tion properties for the audio and video as well as the timecode type. 

If you check the box, Snap to longest asset, you set this portion of the program to a duration 
equal to theduration of the longest asset. If the video clip islongerthan the audio clip, the 
video will still play past the audio ending. If you do not check Snap to longest asset, you can 
adjust the play time manually. 



Setting the duration for stills 

If you have still images in the eel I, you can also set theduration they are displayed by entering 
the number of seconds in the Still seconds box. N otethat setting seconds for stills is supported 
only in CDs. 

Changing views of the timeline 

There are a number of ways to change views of the timeline. The chapter bar icon 
I— I used to expand or contract the timeline isdescribed in thetableon page24. 
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You can shift-double-click thetimelineto switch between the expanded, thumbnail, and con- 
tracted views. 

Of course you can also use the scroll bar to movetheview up or down the timeline. 

Further, you can zoom in and out to view more or less of the project by using the buttons on 
the left of the timecode track, or you can shift-drag thetimecodetrack to stretch it. Seepage9 
for more details. 
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chapter 5 Working w ith multiple tracks 



I impression provides multi-track functions: 

For DVDs, you can create and record up to 2 video, 8 audio, and 32 subtitle tracks. 

For CDs, you can create and record up to 2 video and 8 audio tracks. 

Note: Impression D VD -Pro contains 1 video, 1 audio, and no subtitle tracks To upgrade to the 
full version of Impression DVD -Pro, go to www.pinnacle5ys.com/lmpre55ion for more info. 

Planning considerations 

Planning thesequential order for your multiple tracks is important for a number of reasons. 
Track 1 is always the default played at startup of the DVD or CD. 

M oreover, the tracks are always sequenced in the order added— if you add a second track to 
the default first one, thesecond track isalways track 2. And when you add or delete tracks, 
you add or delete them from the end of the list. 

When you first open Impression or when you start a new project, blank video, audio, title, 
and menu tracks appear. Ifyou want to use subtitles, however, you need to add the first and 
subsequent tracks. 
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Adding tracks 



To add additional tracks, right-click anywhere in the track name area at the left of the time- 
line. This brings up a local menu. 



Video 2 



Audio 1 

(English) 



II 




Add Audio Track 
Add Video Track 
Add Subtitle Track 
Delete Track 




Properties... 



setuplog.txt 



Select Add Audio Track, Add Video Track, or Add Subtitle Track. T his adds a track to the end of the 

track list. After you add the track, you can drag assets to it from the assets library. 



Deleting tracks 

When you delete a video, audio, or subtitle track, you always delete the last track added. You 
cannot delete thetimelinetrack, Titles, Menus, or Video 1. If you want to delete audio track 6 
of 8, you'd need to delete 8, 7, and 6, then re-add the tracks you want to keep. 

• To delete a video track, right click video track header Video 1 or Video 2 to pop-up the 
local menu. Then select Delete Track to deleteVideo 2. 

• To delete an audio track, right click any audio track header to pop-up the local menu. 
Then select Delete Track to delete the highest number track. 

• To delete a subtitle track, right click any subtitletrack header to pop-up the local menu. 
Then select Delete Track to delete the highest number track. 



Simulating different tracks 

The player controls include buttons to switch video, audio, and subtitle tracks. See Table 7, 
"Player controls," on page 103. 



Q 
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Chapter 6 Titles, cells, and chapters 



Projects are organized by titles, cells, and chapters: 

Titles can contain more than onecell, and cellscan contain more 
than one chapter. 

Titles and chapters aredisplayed asnamesand numbers on DVD 
players— they provide logical organization and markers for links. 
Cells are a natural division corresponding to a video clip. 

Whenever you insert a video asset on the Video 1 track, you create a new title, cell, and chap- 
ter. You can merge titles together, and you can insert additional chapters into a video clip; the 
cell, however, is always contiguous with theVideo 1 track. 

You can have up to 99 titles in a project, and up to 99 chapters per title. You have exactly as 
many cells as you haveVideo 1 clip segments. When you split a Video 1 clip into two clips, 
you have two cells. When you insert chapters however, you still haveoneclip and onecell. 

Note that menusfall outside of this organization. 

Titles, cells, and chapters can be further described as follows: 

• Titles. Titlesarea way of grouping together logical selections of video clips. You can give 
text names to titles, and you can merge a new title into the previous one. Conceivably, 
you could have an entire project under only one title. 

Cells. A cell rep resents a video clip or each segment of a split clip on theVideo 1 track. It 
also contains the corresponding audio and subtitle segments as well as a corresponding 
second video track clip, if there is one. When you set the type of timecode as discussed on 
page26, you're setting theproperties for the cell. Cells end with GoTo links and area 
natural interruption in the project playback. 
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C hapters. A chapter is a mark on the video asset and does not interrupt video playback. 
Chapters are numbered CI, C2, etc. and are not named. You can insert up to 99 chapters 
per title. Chapters allow you to set up entry points to the marked site through video but- 
tons, Go To links, or theN ext and Previous buttons on a DVD remote. 

Visual differences between cells and chapters 

In Impression, you can easily tell the difference between chapters and cells by the visual indi- 
cators as shown in this example. 




A cell shows a expand/ contract Icon, and It always A chapter can be Inserted arbitrarily In the timeline, for place- 
ends with a Go To link. You can place a menu at ment of a link. You can drag-and-drop a chapter mark to 
the beginning of a cell. another location on the clip. 



Cell, chapter, and menu bars 

Theposition of each cell, chapter, and menu ismarked by a gray chapter bar. In thisexample, 
thechapterCl beginsatthesameplaceasthecell. Themenu isindicated asM 1. In the pre- 
ceding figure immediately above, you see a chapter mark (C2) that is separate from the cell. 




Menu Section Cell and Chapter Section 
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Inserting chapter marks 



To insert an additional chapter mark within a video clip 

1. M ovethetimecodetab to the point in the timeline at which you want to insert the chapter. 

2. Right-click in thetimelineand select Insert Chapter. (Alternatively, pressthe F5 key, or 
choose Edit -> Insert Chapter.) 




You can drag-and-drop an inserted chapter 
mark to another place on the timeline. 



With thismethod, the video clip ismeantto be viewed continuously. In other words, this pro- 
vides a new entry point for a button link, but the clip is still considered a continuous section. 
Upon playback, your CD orDVD will not be interrupted byamenu. 

Shortcut for adding multiple chapter marks 

1. During simulation, pressthe pause button, or drag thetimecodetab to the desired loca- 
tion within the video. 

2. PressF5. 

The new chapter mark will be added at thetimecodetab site. 
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Setting chapter marks by timecode 



Initially, when you insert a chapter mark, you can get an approximate timing location within 
the project timeline. You can set or re-set chapter marks using the timecode display. To do 
this, first you need to make sure the cell timecode type matches the type at the chapter mark. 

1. Check to see that the timecode type is set correctly, as discussed under "Setting cell prop- 
erties— thetimecode type" on page 26. 

2. Click to select the portion of thetimecodeyou wish to change (H H , M M , SS, or frame). 
I 

3. Enter thenew portion of your timecode (H H:MM :SS;Frame). Press the Enter key. 




4. Click the timecode and drag it over the chapter mark which you wish to set. 

When thetimecode is released, the chapter mark snaps to its new position on thetimeline. 



In the example at the left below, the new time Is typed Into the timecode digital display at the bottom. The timecode is 
dragged to the chapter mark in the timeline. The chapter mark moves to the new point. 




Deleting chapter marks and deleting cells 

There is a major difference between deleting cells and deleting inserted chapter marks. Delet- 
ing the chapter removes only the chapter mark and doesnot affect thevideo clip. Deleting a 
cell, however, removes the Video 1 clip and any associated audio, subtitle, or other video assets 
in thesamecell. It doesnot delete the assets from theasset library or from thedisk. 

Note: Visually, it iseasy to tell the difference: when you select a chapter, onlythegray bar isselected 
(outlined); when you select a cell, all assets in the eel I are outlined. 

To delete either a cell or a chapter mark, select the object and press the Delete key. 

Splitting clips, creating new cells 
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Splitting a dip creates a new cell (and new chapter and new title), 



When you split a clip, you in effect divide a video into two clips. A new cell is created, along 
with a new chapter mark and title. 

To split a video clip 

1. M ovethetimecodetab to the point in the timeline at which you want to create the split. 

2. Right-click in thetimelineand select Split Clip. 

With thismethod, thevideo clip isnot meant to be viewed continuously. Upon playback, 
your CD or DVD can stop when it reaches this chapter mark and jump to its Go To link des- 
tination (refer to "Go To links" on page 45). 
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Impact on project size 

When a DVD project is created, split clips are stored in two instances on the DVD, doubling 
the size of the storage space needed for that clip. On CD, this doubling does not occur. 



On a DVD: When you split a clip, you 
are creating a copy, so that on the 
DVD you have two versions of the 
same clip. Each version displays and 
hides a different section of the origi- 
nal. 

Creating two copies, of course, doubles 
the DVD storage space required for 
the clip. 



Clip to be split into two sections 



i 



Original with clipped section hidden 



t 



Copy with first section hidden 



Deleting a section of the split clip 

Deleting a section of a clip is the same as deleting a video asset from the timeline. 

When you delete one of the clip sections from the video track, you don't delete a portion of 
theclip itself. The deleted portion is simply hidden— it doesn't appear on the timeline— a 
non-destructive editing process. See the split clip graphic immediately above. 



Working with titles 

Merging titles 

As noted previously, anytimeyou add or split a Video 1 clip, you create a new title. You can 
merge any title except Tl, the first one, with the immediately preceding one. The cells and 
chapters under the merged title will fall under the preceding one. 

To merge a title with the previous one, right-click anywhere the timeline within thetitlearea 
you want to merge into the preceding one. (You right-click the title on the right, and you 
merge it into the title on the left.) In the pop-up menu, click Merge with Previous Title. The 
title division and name will disappear. 
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Starting a new title 



You can create a new title at a cell beginning if the cell is part of the same title as the previous 
cell— that is, if previously the titles had been merged. Right click in thetimelinein thecell in 
which you want to start the new title, then select Start New Title from the pop-up menu. A 
new title marker will appear in the title bar. 




Naming or renaming titles 

To name a title or to change the name of an already named title, right click in the title's title 
bar area, then choose Properties... from the pop-up menu. 



In the T itle Properties dialog, typein thetitlename, then click OK. 
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Changing the title bar background color 

You can have a different color background for each title, should you choose. 
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To change the color of the area behind the title name or number: 

1. Right click in the title's title bar area, then choose Properties... from the pop-up menu. 

This opens the Title Properties dialog, including a color bar showing the current title 
background color. (See theTitle Properties dialog graphic in the immediately preceding 
procedure.) 

2. C lick the color to open a color palette. 

3. Select a color on the palette or create and select a custom color. 

4. Click OK to close the color palette. 

T heT itle Properties dialog now displays the new color. 

5. Click OK on theTitle Properties dialog to close the dialog and finalize your choice. 
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Chapter 7 Working w ith menus 



MenusprovidethebasisforCD orDVD interactivity and navigation to the contents of a 
media, thus achieving customized playback. In general, menus can appear anywhere within 
theCD orDVD project. When menus display in themiddleof aCD orDVD clip, they 
cause theCD orDVD player to stop and display the menu. Userscan then navigate to 
another point in the video or to another menu by clicking menu buttons. 

In Impression, you can change menu backgrounds or buttons. You move, delete, or re-size 
buttons, or add new buttons. You can use video thumbnailsasbuttons, and you can replacea 
background with a video frame or another graphic background. You can create motion menus 
in which the buttons display over a playing video. In other words, you have many tools to 
craft menus and menu buttons to your exact needs. 

Note: T hischapter and thenext one discuss working with menusin Impression. To learn about 
creating menusand buttons a process that is done in applicationsother than Impression, see "Cre- 
ating menusand buttons" on page76. 

Also, to read about importing menu assets into Impression, see page 14, and for information 
on placing menus into the project timeline, see page 21. 
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Viewing and editing menus and buttons w ithin the monitor 

There are two different waysto display menusin themonitor: 

• To simulate the menu in themonitor, double-click the menu background in the video track. 

• To edit your menu in the preview monitor, double-click the menu thumbnail in the 
menu track. 



The buttons are placed 
and arranged on a 
larger image called the 
background. This exam- 
ple shows 6 buttons 
arranged in a semi-circle 
next to a large monitor 
image, which is part of 
the background. 




0 nee the menu displays in themonitor for editing, it may be manipulated. While displayed 
in themonitor, buttons may be added, moved, deleted, re-sized, or linked. 

When you display the menu in simulation, you cannot manipulate or otherwise change the 
buttons, but you can click them to check their links. 
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Adding buttons 




To add buttons, drag the graphic from the I mages tab of the library window to your menu. 



Moving buttons 




A gray border surrounds a button 
when it is selected. 



Click buttons to select them, or Shift-click to select multiple buttons. You will notice a gray 
border which displays when buttons are selected. With a graphic selected, you may drag it to 
position it in anew location. You can also use the arrow keys on your keyboard to move a 
selected button. If you want to see the button itself and not just the outline while you drag it, 
use Ctrl-drag. Impression keeps your buttons positioned within the project safe zone by an 
invisible barrier. 
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Deleting buttons 

To remove a button from a menu, click it to select it, then press the Delete key on your keyboard. 
Changing button properties- size and position 

If you select a button in the preview monitor, then right-click it and select Properties... from 
the pop-up menu, you'll open a Button Properties dialog, an example of which is shown 
on page 55. 

The Assets area of the dialog shows the paths to images for two different looks: normal state 
or selected state. 

The Position and size section allows you to change those attributes by changing the values in 
thisdialog. The values— which must be entered as positive integers— are asfollows: 

Left— the distance in pixelsfrom the left margin. 

• Top— the distance in pixelsfrom the top margin. 

• Width and Height— this is the size, in pixels, of thebutton image. If you change one 
value without changing the other by the same proportion, you will stretch or squeeze 
the image. 

Scaling 

To re-size buttons visually (a task called scaling), select a button, then press and hold theS key 
whiledragging thebutton to expand or contract it to anew size. UseShift-S to drag a button 
to anew size while maintaining the existing proportions (relation of height to width). 

Creating thumbnails 

Within Impression, you can create thumbnails— single-frame images taken from video— and 
then usethethumbnail asa menu background or button. Usingthumbnailsin buttons is dis- 
cussed in the next chapter, "Creating interactivity and navigation" beginning on page 47. The 
current chapter discusses creating thumbnails and using them as menu backgrounds. 
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To create a thumbnail menu, complete the following steps. 

1. Play a video clip which is in the timeline by double-clicking on it, or scrub the video by 
using Ctrl-drag as described on page 10. 

2. Pause the video on theframeyou wish to useasthethumbnail menu. 
It is also possible to drag the tab to the position in the video you wish. 

3. Right-click thetimelineand select Make Thumbnail. 

This process creates a. BM P file which is placed in the I mages tab of the library window. It is 
named based on the video clip. For example, athumbnail menu created from a video file 
named Pinnaclempv would bePinnaclempv0.bmp. On your hard drive, thumbnail .BM P files 
are saved within the location of your source media. 

You can modify the display size of thethumbnails on thetimeline by choosing from the 
options when you select Edit -> Preferences. 

Making a thumbnail or other image into a menu 

You can make a thumbnail or any bitmap (.BM P) imageinto a menu. You cannot use files 
from the I mages tab of the library other than thumbnails or bitmaps for this purpose. 

1. Drag the image from the I mages tab of the library to the video track at the place you 
want the menu to appear. 

The image is displayed asathumbnail icon on the video track. 

2. Right-click the image and select Make Menu. 

A duplicateof the thumbnail appears on themenu track. You can then add functional 
buttons or other data to themenu. 
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Replacing the menu background 

You can change themenu background. Remember that when you placeamenu on thetime- 
line, aversion without the buttons— the background— appears on the video track. 




You can change the background image as follows: 



1. Click the Images tab in the library to view the image assets. 

2. Select the background you want from the I mages tab and drag to themenu background 
in the video track, and then confirm that you want to replace the background. 
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Motion menus- replacing a menu background with video 



Note: Impression DVD -Pro SE does not support motion menus To upgrade to the full version of 
Impression DVD-Pro, which allowsmotion menus visit www.pinnaclesys.com/lmpression . 

The previous procedure dealt with replacing a menu background with a still image, but you 
can do more than that: you can replaceamenu background with a video clip. When the 
project runs, thevideo runsin the background and the buttons are available in thefore- 
ground. To create a motion menu: 



1. Click the Clips tab in thelibrary to view thevideo assets. 

2. Select the clip you want from thevideo assets and Shift-drag it to the menu background 
in thevideo track. Then confirm that you want to replace the background. 
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3. To see the results, double-click the motion menu in thevideo track to run a simulation. 



The video clip runs in the 
background; the buttons 
are available in the fore- 
ground. 
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Chapter 8 Creating interactivity and navigation 



Interactivity in the authoring process determines how viewers will beableto interact with a 
CD or DVD project when they play it back. Astheauthor, you determine the types of inter- 
actions users are able to have by setting navigational links within your project. Thischapter 
explainshow to create those links. 



There are two types of links that can be added: button links and Go To links. Button I inks are 
triggered when the viewer clicks on amenu button. GoTo I inks are triggered when the viewer 
reaches theend of a video clip. 

There are two other links which are always present in a project: the first play link and the 
home menu link. The first play link is triggered when the viewer starts the CD or DVD 
project. Thehomemenu link istriggered when the viewer clicks on thehomemenu button 
on the player controls, ortheTitlemenu button on a DVD remote. 



What links to what 



ii 
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Q 



Button links 

Linking menu buttons to assets 

To create a link from menus buttons and assets, you need to already have added the menus 
and video clips to your timeline. 

1. Putthemenu into the monitor for editing as described on page40. 

2. Drag the gray bar of the video clip to the top of the menu button. The link destination 



will be displayed in the bottom left of the button. 




Important: If there is more than one chapter mark within the video clip, it is important to 
grab the chapter bar instead of the video clip itself. Grabbing the video clip itself defaults the 
button link to the first chapter of the video clip. 



Q 
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Creating video buttons 



Video buttons are buttons that show thumbnails of a video frame. You can create two differ- 
ent kinds of video buttons: 

• Unlinked buttons— frame image thumbnailsthat you can link however you wish. 

• Linked buttons, also called video links— thumbnails linked to a chapter on the timeline. 

Whenever you use a thumbnail, whether it's a video link or simply a frame image, you need to 
use buttons that have a sol id color area in which you can place the thumbnail, as shown in the 
following example. 



To create a video button, the menu with the buttons you want to use should already be placed 
into thetimeline. Also, of course, if you're creating a video link, the video asset must be also 
bein thetimeline. You can usethumbnailsor other bitmaps(.BM P) files in this procedure, 
but you cannot useother assets from the Images Tab of the library. 




You can place the thumbnail or video 
link into the solid area on the button. 



Preparation 
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Placing a thumbnail into a button 

To create a button with a thumbnail frame image: 

1. Createathumbnail of the video frame you wantto use, as described in "Creating thumb- 
nails" on page 42. 

2. Place the menu into the preview monitor by double-clicking the menu thumbnail in the 
menu track, as described under "Viewing and editing menus and buttons within the 
monitor" on page 40. 

3. If a blank video button is not already available in the menu, you can add onefrom the 
images as described under "Adding buttons" on page 41. 

4. 0 pen the Image tab of the asset library, locate the image you wantto use, and Shift-drag it 
to the button. (N otethat drag-and-drop without pressing the Shift key is for using an 
image as a button by itself.) 




Asset Library, Image tab Preview Monitor 



Creating a video button 

To create a button using aframe thumbnail that links to a video chapter: 

1. Place the menu into the preview monitor by double-clicking the menu thumbnail in the 
menu track, as described under "Viewing and editing menus and buttonswithin the 
monitor" on page 40 

2. If a blank video button is not already available in the menu, you can add onefrom the 
images as described under "Adding buttons" on page 41. 
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3. Shift-drag the destination chapter mark to the button. M ake sure to drop the chapter 
mark insidethethumbnail area of the button. (Note that drag-and-drop without pressing 
the Shift key creates the link but does not display a thumbnail.) 



Important: If there is more than one chapter mark within the video clip, it is important to 
grab the chapter bar instead of the video clip itself. Grabbing the video clip itself defaults the 
button link to the first chapter of the video clip. 

Removing links 

To remove links from buttons, double-click the menu in the upper timeline to display it in the 
monitor. In the monitor, click the button or use Shift-click to select multiple buttons. With 
thebutton(s) selected, right-click anywhere in the monitor to pop-up the local button menu, 
then click Remove Link(s). If thelink isa video link, the video thumbnail will also be removed. 

Removing thumbnails 

To remove thumbnails from buttons, select and then right-click the button. Next, select 
Remove Thumbnail from the pop-up menu. 
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Creating a default button 

A default button isonethat is automatically selected when themenu is simulated. For exam- 
ple, the OK button is the default on many Windows dialog boxes. To make a button into a 
default button, click a button to select it while in monitor edit view. Right-click the button, 
then select Make Default. 

Hide/ show button links 

Asthe default, button linksdisplay visually in menus when they are in the preview monitor. 



In the example above, Tl CI indicates a link with the title 1, chapter 1 clip; M 3 indicatesa 
link with menu 3, etc. If no link is established, "??" displays, as on buttons5 and 6 above. To 
hide these links from view, right-click a button and select Hide Button Links. 




To return the links to view, right-click any button in themenu and select Show Button Links. 

To links 

Go To links provide jumps from the end of a video clip to another clip or menu. By default, 
Go To links navigate to the next asset in the timeline, and they are marked by an arrow . 
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To create a non-linear Go To link, drag the destination menu or video clip to the Go To 
arrow at the end of the source video clip. The arrow highlights red to indicate that it 
has been selected. Thealiasdisplaysin the timeline as a version of the original plusthe Win- 
dows short-cut icon. 



Non-linear links: 

The top figure illustrates 
dragging the asset to the 
Go To arrow. The bottom 
figure shows the result. 

In this example, the Ml 
menu is dragged to the 
end of theTl C4 clip. 
When the T1C4 clip 
reaches its end, the 
project jumps back to the 
Ml menu. 




The alias menu and the shortcut Go To icon. 
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Loop video 



By selecting a video clip to loop, you are designating it to link to itself and thus play continu- 
ously in a loop. To cause a video clip to play in a loop, click within the gray chapter bar and 
drag it to the Go To arrow to which the video is to loop. The Go To icon illuminates red to 
indicate that it is selected. A copy of the clip's thumbnail will be displayed at the Go To icon. 




Drag the chapter bar to the Go To arrow 



An endless loop: When clip T1C5 
reaches Its end, it goes to... the 
beginning of 71 C5. 



Make First Play 

To set an asset asthefirst play, right-click and select Make First Play. Thefirst play icon £ 
displays within the gray bar of the menu or video clip to indicate the "first play" of the CD 
or DVD . 
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Changing button properties- type of link and target track 

If you select a button in the preview monitor, then right-click it and select Properties... from 
thepop-up menu, you'll open a Button Properties dialog that looks I ike this: 



[ 



Button Properties 



Assets — 
Normal: E : Wssets\Porshe1 2. M enuV2.p 
Layer: (tt]Nurnber1 

Selected: E:\AssetsVPorshe1 2. MenuV2.|: 
Layer: (@)Number1 hilite 




Using the Position and size portion of the dialog is explained on page 42. 

You can use the System Command to use the I ink to switch tracks. Use the Command type list to 
select the Audio or Subtitletrack type, and usetheTarget list to select thetrack. 

Use the Link command to set the link to beaGoTo link to jump to another target in the project, 
or to Resume the last played title. 

Note: 0 n some DVD players, if no title has yet been played the Resume command will be 
treated as an Exit or Stop command. To avoid this, make one of your titles "first-play" to 
ensure that there is a title to resume. 
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Chapter 9 Simulating your CD or DVD project 



Use simulation in Impression to preview and test your project. This real-time process tests 
interactivity, flow, and button links. There are four ways to simulate your project. 

• n the left of the timecode track, click the simulate button. This will start your 
CD or DVD project playing at the first play location. 

Drag the tab to where you want to start simulation. In the player, click the play button. 
This will start your CD orDVD project playing at the location ofthetab. 

• Right-click in thetimelineand select Simulate from Tab. 

• Using the menu, select Project Simulate First Play. 0 r, drag the tab to where you want 
to start simulation, then select Project Simulate from Marker. 

During simulation, you can navigate through the project in the same way as the final viewer. 
Refer to "Player" on page 103 to learn about using the player. 

N otethat you can scrub the video by using Ctrl-click: press theCtrl key, then drag thetime- 
codetag along thetimelineto jump through frames in the monitor. 
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Chapter 10 Finalizing your CD project 



After laying out and simulating your project, you can create your CD . To do so, first you 
build aCD image on yourhard drive and test thefinal output beforerecordingtheCD. This 
is optional but highly recommended. Then you build the CD image and record the CD . 

Building a CD image 



Building aCD imageon your hard drive allowsyou to create a check-disc imagewhich can be 
thoroughly tested. 

1. Select Build CD from theTools menu. 




2. 



If you want to use the default working folder, skip to step 4. If you want to change the 
working folder— the folder in which thebuild files will be placed— click the browse but- 
ton to the right of Working Folder. This opens a window. 
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3. In this window, choose or create a path and folder to use. 

Once you choose a path, you can type in the name of the image folder using the in the 
text box. Note that if you use an existing folder and imagename, any existing files will be 
deleted when thebuild begins. 

4. If you want to merge audio and video files together, select the Merge Audio and Video 

checkbox; otherwise, skip to the next step. 

When selected, thisoption createsVOB (video object) files. These files contain merged 
audio and video tracks and can improve playback performance on someCD-RO M s. 

5. ^^^) Click the Build an Image button to build the image on your hard disk. 
Thestatusof your build displaysin the Progress window. 

Run the image 

TotesttheCD image, run I mpressionPlayer.exe located in the same folder in which you built 
theCD Image. Using your Windows or NT filemanager, navigate to the folder and double- 
click lmpressionPlayer.exe See "Player" on page 103 for a description of the player controls. 
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Recording a CD 



Since recording the CD can take some time, it is recommended that before you begin, you 
thoroughly simulate your project to make sure it's what you want. 

1. Select Build CD from theTools menu to open the Build window, shown on page 59. 

2. In thedialog, select the options as described in steps2-5 on page 60. 



At first, the status of your build displays in the Progress window. But after the image is 
built and the process turns to creating the CD , the Record to CD window displays. 

4. In the Record to CD window, select the following settingsand options: 
CD Recorder 

Click thedown selection arrow to choose the CD recorder to use. 
Write Speed 

Click thedown selection arrow to choose the desired write speed for your CD recorder: 
IX, 2X, or 4X. If one or more of these choices does not appear, it isn't available. 

Pseudo Write checkbox 

Check the Pseudo Write checkbox to test the CD -recorder without actually recording 
onto the CD . 



3. 




Click the Build and Record button to build an image and record your CD . 
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Note: Thepseudo write process consumes as much timeasit actually takes to record the 
CD. Itisan option that you may wish to use in certain situations— for example, you have 
questionsthat something might not work right with your recorder and you don't want to 
useup discs whilefiguring it out. 

Click the Start button. 

The amount recorded, shown as a growing bar, is shown in the Progress box. The Cache 
full displayshow much of theimagecacheisbeing used. The status of your CD project's 
progress displays in thetext box. This area displays the name and description of errors as 
well as progress, and it tells you when the recording is completed. 
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Chapter 11 Finalizing your DVD project 

Creating your DVD files 

Finalizing your DVD project involvesfour steps: 

• Build the DVD files. At this step, you can also check the build by running a DVD emu- 
lation on your PC. 

• Build a DVD image. 

• Write the DVD imagetoDLT (digital linear tape). 
Use your DVD -recording software to create your DVD. 

Before you begin 

The project cannot require more storage space than available on theDVD. DVD discs that 
aredescribed as4.7GB actually hold 4.7billion bytes, or 4.377GB. Similarly, 3.95GB discs 
actually hold 3.95 billion bytes, or 3.632G B. 

Note that it ispossibleto build aDLT copy of theDVD project file larger than 3.95GB even 
though a warning message appears. For other requirements, see"M inimum system require- 
ments" on page 69. 
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Creating the files 

Thefirst process isto create the DVD files. 



1. Select Tools -> Build DVD. 

A Build DVD dialog appears 




2. If you want to use the default working folder, skip to step 4. If you want to change the 
working folder— the folder in which thebuild files will be placed— click the browse but- 
ton to the right of Working Folder. This opens a window, an example of which is shown at 
top of the next page. 
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3. In this window, choose or creates path and folder to use. 

Once you choose a path, you can type in the name of the folder using the in the text box. 

N otethat if you use an existing folder, files currently in the folder will be deleted when 
thebuild begins. 



4. LiJ C lick the Build Files button. 
T he progress is reported in the Progress area with text messages and a progress bar. 



Emulating your DVD 

You can check theDVD filebuild by running a DVD emulation of your image files on your 
PC using the Mediamatics application, DVD Express. This processtests interactivity, not syn- 
chronization. Even though theemulation may appear to be out of sync, thefinal DVD will 
play in sync. You run theemulation as a standalone application, separate from Impression. 

Important: To run DVD Express, you should first completely exit Impression. 
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1. After exiting Impression, click the Windows Start icon, then click Programs. In the pro- 
gram list that appears, select Mediamatics DVDExpress Mediamatics DVD Player. 

TheM ediamatics player displays: 



Open Icon 




Note: For complete operating instructions and descriptions of the controls, click the"?" icon 

2. Click the Open button (the opening folder, as shown in the graphic above). 
A WindowsOpen Filedialog appears. 

3. In the Open Filedialog, navigate to the directory in which you built the DVD files, and 
select the subdirectory and fi le video_ ts\video_ ts.ifo. 

4. Click Open. 

You can now play and test the interactivity, menus, and button links. W hen done, you can 
close the media player by clicking theX button. 
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Building your DVD disc image 

Assuming your file build checked out okay, you're now ready to create a DVD disc image, a 
UDF (Universal DataFormat) file. Once you build theUDF file, you can transfer it to a dig- 
ital tape and then record the project onto a DVD . 

Run Impression and open your project; then proceed to the steps below. 

1. Select Tools Build DVD to open the Build DVD window (see the figure on page 64). 

2. In theWorking Folder text box, make sure the folder selected is the same as the one used 
fortheDVD filebuild. (If it'snot, seesteps3-4on page 64 to change thepath and name 
for the working folder.) 

3. Click the Build a UDF Image button. 

Once again, the progress is reported in the Progress area. A message will appear to notify you 
of the successful completion. 

Writing the image to DLT 

Once you have completed building your U DF disc image, you can proceed in the Build DVD 
window to write the image to DLT (Digital Linear Tape) for DVD replication. 

Click the Output UDF Images button to write the image to DLT. 

Once again, the progress is reported in a text box and a message will appear to notify you of 
the successful completion. 

Creating the DVD 

O nee you have written the image to the hard drive, you can record it onto a DVD . You do 
this by launching the application for your DVD recorder and completing the steps for that 
application. You can refer to your application's documentation for instructions. The first 
DVD can be used to proof your project before you finalizeitfor replication. PlaytheDVD on 
several different players to makesureit iscompatiblewith yourtarget players. 
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Appendix I Installation and registration 



T his section provides the steps necessary to install Impression. 
Minimum system requirements 

• Windows98SE, Me, 2000 or NT 4.0, on a300M H z Pentium II or greater, 64M B RAM 
and hard disk space to store2 extra copies of your project's assets (for imaging and build- 
ing) 

800 x 600 24-bit resolution or greater monitor 

• Video card that supportsYUV overlay (most AGP video cards do). 

• Sound card that supports 16-bit, 48kH z audio. 

DVD recorder or CD recorder such as the ones recommended in thetableon page 105. 

Content limits are 10. 08M bps combined audio and video for DVD and 4 M bps for CD 

Apart from any Impression requirements, DVD builds require 16-bit, 48kHzaudio. For 
video, audio, subtitle, and menu requirements, see Appendix II on page 71. 

Important: Keep in mind that to author a CD orDVD project, you will need to allocate 
enough disc space to store two extra copies of all your project's assets. 
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To install Impression 

Complete the following instructions to install Impression. 

1. Connectthehardwaredongleto your PC 's parallel port. Impression DVD-Pro won't run 
without the dongle installed. 

Note: You don't need to connect a dongleif you're running Impression DVD-Pro SE. 

2. Load the Impression CD-ROM into your PC's CD -RO M or DVD-RO M drive. 

3. The i nstallation should launch automatically if you havea retail version of DVD-Pro. If 
thecopy of Impression DVD-Pro SE came bundled with other software, look for the 
Impression folder on theCD and click on the Autorun.exe or lmpression.exe file. 

4. Follow the on-screen instructions to completethe installation. 

A number of different components are installed. M ake sure the M ediamatics installation is 
complete before launching Impression. 
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Appendix II Preparing assets for Impression 



Before assets (video, audio, and menu graphics) can be imported into Impression, they must 
first be created, captured, and/or edited. T his appendix provides the instruction and formats 
necessary for asset preparation. 

Preparing video and audio content for Impression 

All assets should be captured and edited prior to insertion in the Impression authoring appli- 
cation. This section provides information about video and audio asset extensions. 



Video and audio asset extensions 

T he fol lowi ng fi le extensions are compatible with I impression . 
Table 4: . CD -compliant extensions 



Asset Category 


Format 


Extension 


Video extensions 


MPEG-1 


.MPV, .M1V, .MP1 


MPEG-2 


.MPV, .MP2, 


Audio extensions 


MPEG-1 


.MPA 


AC3, MP3 


.MP3, .AC 3 


Waveform (PCM ) Audio 


.WAV 
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Creating and preparing Subtitles 



In Impression, subtitles are not burned on to the video clip but are separate assets, a feature 
that allows you to create projects that take advantage of the DVD ability to let the user turn 
subtitles on or off at will. 

I n I mpression, there are two types of subtitle fi les: 

• The subtitle image file, aWindows™ bitmap (.BM P) file, contains a single subtitle on a 
transparent background. 

The subtitletext file— the plain text (TXT) fileyou import as an asset and place on a 
subtitle track— contains a list of all the subtitle image files for a video clip. The files are 
listed in the order they display, each with instructionsforaframetimeto begin and to 
end its display. When it plays the video clip, the DVD loads one image at itsinpoint for a 
specified time, unloads it at its outpoint, then loads the next at itsinpoint, and so forth, 
until it reaches theend of the list. T he subtitle text file is a type of batch file, with instruc- 
tions for processing a batch of subtitle image files. 

For theimage files, DVD susea display specification called On Screen Display (OSD), which 
can place a non-anti-aliased, four-color image over the video signal. The first four colors seen 
by the application are used in the subtitledisplay, and the first pixel in the upper left isused as 
the transparent background. Because the first four colors seen are the only ones used for the 
project, all bitmaps should use the same four colors. 

For example, a color scheme might include a blue screen for the transparent background, 
black for the rectangular text background, white for the text, and gray for the text outline. 

Each .bmp should be 720 x 480 pixelsfor NTSC displays, and 720 x 576 for PAL. The bit- 
maps should be 8-bit and use 4 colors maximum, including onefor a background. 

Graphics software considerations 

To create subtitles for Impression, you can use any graphic program, such as Paint programs, 
that can create non-anti-aliased WindowsBM P files. T his includes the M icrosoft® Paint pro- 
gram provided with Windows as an accessory, Adobe Photoshop®, and other applications. 
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The example that follows uses Paint, as it is easier to create the types of files we need. 
M icrosoft Paint assigns colors to an image only if they have been used and it will not automat- 
ically anti-alias objects. PhotoShop assigns the maximum amount of colors to an image and 
automati cal I y wants to an ti -al i as obj ects. 



Steps to create subtitles, with example 

This simple example shows the use of only one text color on a background. If desired, you 
could use another color for a text box and another for a text outline, to highlight a single 
word, or for some other purpose. The illustrations and specific instructions are for M icrosoft 
Paint. 

Stepl: Set image attributes 

When you open Paint, you select Image Attributes and set the size in pixels, and also select 
Colors (as opposed to Black and white). Asnoted previously, the subtitle needs to be the 
same size as the video frame, 720 x 480 pixels for N TSC displays or 720 x 576 for PAL. 
Whichever size you use, make sure the video mode settings in Impression match your choice. 
See "Matching video mode with menu type" on page 76. 

Step 2: Set the background color 

A simple blue is often agood candidate for the color that will be the transparent 
background. Select the background color by clicking a palette color at the bottom. 
Then select the bucket fill tool and click anywhere on the blank image to fill the 
image with the color. 

Step 3: Type and place the subtitle text 

Click A (text tool) in the toolbox to turn on the text editor, and click on a text color— this 
example uses white— in the palette at the bottom. 




When you click A, two additional tools display on the toolbar, allowing you 
to use a foreground and background color. Click the lower tool to turn off 
the background color for the text box. In this example, the text background 
is the same color as the enti re i mage background and is thus transparent. 
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In text mode, the cursor appears to be a double-lined cross. Use the cursor to draw the text 
box at the size and place for the subtitle text. Also, a text toolbar should appear, allowing you 
to select font and size. If it does not appear simply right click in the text box and select Text 
Toolbar. Typethetext into the box. The figure below showsa cut-out section with a text box 
and the text tool. Note that Arial isthemost common font used. 









The American Buffalo is really a bison. 
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Note: If the text is too close to the edge of the image, it may get cropped off when seen on a 
video monitor or television. For example, in NTSC the distance from the edge should beat 
least 10% or 48 pixels from the bottom. 

Step 4: Save the file and repeat the steps for each subtitle 

Save all thefilesin thesamefolder, and namethem so that you will remember their sequence, 
for example, with sequential numbers such asSubtitle01.bmp, Subtitle02.bmp, etc. 

Step 5: Create the subtitle text document 

Using a text editor, create a simple text file. The Pinnacle native format is a plain text file (.txt) 
with the following structure: 

#INP0INT OUTPOINT PATH 

00:00:05:00 00:00:09:29 C:\Subtitles\SimpleTl.bmp 
00:00:10:00 00:00:14:29 C:\Subtitles\5impleT2.bmp 
00:00:15:00 00:00:19:29 C:\Subtitles\SimpleT3.bmp 
00:00:20:00 00:00:24:29 C:\Subtitles\5impleT4.bmp 
00:00:25:00 00:00:29:29 C:\Subtitles\SimpleTl.bmp 
00:00:30:00 00:00:34:29 C:\Subtitles\SimpleT2.bmp 
00:00:35:00 00:00:39:29 C:\Subtitles\SimpleT3.bmp 
00:00:40:00 00:00:44:29 C:\Subtitles\SimpleT4.bmp 
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In thisfile, the INPOINT isthetimein thevideo clip at which thebitmap (.bmp) file is d i s- 
played, and OUTPOINT isthetimeat which thedisplay ends. PATH isthelocation of thefileon 
your hard disk, before the build, and the.BM Ps are the graphic files, Windows™ BM P files. 

Impression can also import Sonic (.son) and Scenarist (.scr) format files. 
Step 6: Import the subtitles into Impression. 

U sing the procedures in the body of this user guide, import the subtitle .txt file and put the 
subtitles into the timeline under the appropriate video clip. 

Subtitles cannot be viewed duringtheauthoring process. The OSD format isnot created until 
the DVD image is built. H owever, after building the DVD image you can emulate the project 
on your computer using the M edi am atics DVD Express software, as described in "Emulating 
your DVD " on page65. T he title will play from the hard drive and subtitles can be turned on 
and viewed. 




menus and buttons 



Impression can import menus as assets and use two different types of menus and menu but- 
tons: True-color menus and H ilite menus. 

True-color and Hilite menus 

• True-color menus, also known as force- activated menus, use 24-bit (or true-color) images 
for backgrounds and buttons. Each menu button has two states: normal and selected. 

H ilite menus use the subpicture capabilities of DVD to compose buttons dynamically on 
top of a background image. This type of menu can offer instant user feedback during 
menu navigation, but it has restrictions that make creating them more complex. In 
Impression, H ilite menu buttons can be drawn in up to three states: normal, selected, and 
activated. Activated means that the button action has been launched. 

Both typesof menusand buttonscan beused and modified in all the ways described in Chap- 
ters?, "Working with menus" and Chapter 8, "Creating interactivity and navigation". This 
appendix discusses how to create both kinds of menus. 

Matching video mode with menu type 

When you create menus, you can use one of two different sizes, depending on the video mode 
you're using: NTSC (720 x 480 pixels) or the European standard, PAL (720 x 576 pixels). 
Before you import the menus, you should make sure that you have set the video modeforthe 
type you're using. You set the video mode by choosing Preferences... on the Edit menu and 
then selecting one of the Video Mode check boxes. 

Using graphic applications to create menus 

M ost of examples in this appendix use Adobe Photoshop®. Impression directly supports 
importing menusand buttons created in Photoshop, and using Photoshop provides advan- 
tages such as the use of layering, buttonsof any shape, and the use of transparencies— effects 
you cannot use in Impression if they aren't created in Photoshop. 
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H owever, you can create menu backgrounds and buttons using any application that can create 
a 24-bit Windows bitmap (.BM P) files. The last part of this section contains an example of 
creating a simple menu and buttons using a generic "paint" program. 

A note about Adobe Photoshop 

Asnoted, most samples and example menus are created in Adobe Photoshop in .PSD format. 
This discussion assumes you havesomefamiliarity with that application. Please refer to the 
Photoshop user guide or its on-line help for specific procedural guidance if needed. 

However, we will briefly discuss the use of layers in Photoshop, because you uselayer func- 
tions extensively when you create both true-color and H ilite menus. In particular, you might 
want to familiarize yourself with the items on Photoshop's Layer menu and the Layer win- 
dow. T he Layer window is one of the default tools that displays on the Photoshop desktop, 
and if it's not currently displayed you can show it by clicking Window Show Layers. 

Thefollowing isan exampleof oneattached to afile with several layers: 

You can show or hidea layer by 
clicking the cell in the first col- 
umn— the cell with the little 
eye. The second column cells 
link and unlink the layer from 
the selected layer. If you right- 
click thethumbnail ornameof 
the layer, you get a local menu 
with commands such as creat- 
ing new layers, duplicating a 
layer, etc. These actions and 
others are found on Photo- 
shop's Layer menu. 

To copy a layer, first display it, 
then choose Select All, and 
next choose Edit Copy. 
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True-color menus 



You create true-color menus in 24-bit (true-color) and at 720 x 480 pixels for NT SC, and 
720 x 576 pixels for PAL. When you create a menu, you create each button state as a separate 
graphic layer (in Photoshop, layering is not supported forsimple.BMP menus). 

For example, if you have a menu with four buttons with one layer as background, the image 
file would have nine layers— 1 background +4 normal button state +4 selected button state. 

The creation of a different menu for each button state is done automatically by Impression 
during the DVD build process. The advantage of true-color menus is that buttons can be 
more complex in shape and color, thedisadvantageisthatthereisasmall delay when navigat- 
ing through buttons in each menu when viewing the DVD. 

Thegraphic layers you usein creating true-color menusmust benamed in the following way: 



Table 5: . True-color menu layers 



Layer 


Name of Layer 


Example 


Comments 




Background 


(B) back- 
ground name 


(B) landscape 
background 


You can change backgrounds 
within Impression. 


N ormal state 
button 


(#) button 
name 


(#) button 1 


These two buttons together make 
a button group. The selected layer 
for a button always immediately 
follows its normal state. 


Selected state 
button 


(@) button 
name 


(@ ) button 1 


Add text normal button layer, followed by its selected layer, etc. until you have completed 
all the needed buttons. You can create the layers by duplicating existing layers, of course. 
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Steps to create a true-color menu using Adobe Photoshop 

1. In anew document at 720 x 480 pixels for NTSC or 720 x 576 for PAL, create a new 
layer, name it (B) Background. 

2. Draw or import a background picture into the layer. 

3. Create another new layer, name it (#) Button 1. 

4. Createthegraphicsforthebutton in itsnormal (non-selected) state. 

5. Createathird new layer, nameit(@) Button 1 Selected. 

6. Createthegraphicsforthebutton in itsselected state. 

7. Repeat steps 3 through 6 for all buttons in menu. 

Important: Impression does not support Photoshop's layer effects If you want to use layer 
effects for a button, you must first "render" the effect into the button layer by merging the 
effected layer into the button layer. I n other words, to use layer effects: 

• Steps 1- 4 are the same as above. 

Instead of creating a layer for the selected (@) button asin Step 5, duplicate the normal 
(#) layer. On the duplicate create any effects you want for the selected state button, such 
as creating an outer glow or giving it a shadow. 

Create another layer and name this one the (@) layer for the selected state. 

Link the newly created (@) layer and the duplicated layer. Then merge them 
(Layer -> Merge Linked). 

Repeat this process for each button group you want to create. 
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Example of creating a true-color menu in Adobe Photoshop 



In this example, you'll be creating aversion of a sample menu, tvscreen.psd, that is provided to 
you in theSample Menus folder of your Impression folder. In astandard installation, you 
would find this and all example menus in \Program Files\Pinnacle\lmpression DVD-Pro\Sample 
Menus. 

1. In Adobe Photoshop, create a new document, create a layer called (B) Background, and 



then copy and paste (or create or draw) your image in it:. 




2. Createanew layer and nameit(#) button 1. Intothisnew layer, create or copy your first 



"normal state" button, shown hereon top of the background layer. 




3. Duplicate this (#) button 1 layer, creatinganew layer and nameitDupe. 
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You duplicate the layer in order to use layer effects to give the button an outer glow, and in 
order to do that, you need to merge layers. Since this duplicated layer is later going to be 
merged, you give it temporary name, such as Dupe. 



If you wanted to display a selected state by changing color or making other changes that 
don't use layer effects, you would simply create a (@) button 1 layer and draw the button. 

4. H ide the {#) button 1 layer to work only on Dupe, and in Dupe change the button graphic 
to its selected state. In this case, use Layer Effects to give it an outer glow. When the 
user selects this button, it will glow. 




5. N ext, create a new, empty layer, and this time name the layer (@ ) button 1— this will be 
theselected state layer for button 1. 

6. Link Dupe with (#) button 1, and then merge Dupe into (#) button 1. Thisrenderstheglow 
effect as the selected state button layer. 

Together, (#) button 1 and (@ ) button 1 are the button group for the fi rst button. 

7. Repeat steps 2- 6 for all the buttons we want to add, winding up with two layers for each 
button group. 
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Finally, after adding all buttonsin their normal and selected states you haveamenu such as 
the one above. This version shows a selected button 1. 

When you import themenu into Impression, you can manipulate the buttons and themenu 
background as described in Chapters 7 and 8. You can move or delete or re-size the buttons, 
and you can even change the background. Of course you can link the buttonsto the video 
asset points in thetimeline. 



Q 
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Hilite menus 



Because H ilite menus use the sub-picture capabilities of DVD to compose buttons dynami- 
cally, they can offer instant feedback as users navigate menu buttons. I n Impression, you can 
manipulate these menus and buttons in the same way as true-color menus, but H ilite menus 
have three button states instead of two. 

Like the true-color menu, theH ilite menu is be created at 720 x 480 pixels for NT SC and 
720 x 576 pixels for PAL, and that is about where the resemblance ends. The creation of the 
H ilite menu is quite different from thecreation of the true-color menus. 

The first layer in a H ilite menu must be the (P) Pinnacle DVD Color Palette. You use the pal- 
ette to create button colors and states as discussed in a subsequent section, "About the Pinna- 
cle DVD color palette and H ilite buttons". The second layer isthe(B) Background image for 
the menu. You can use a true-color, or 24-bit image as a background image. 

N ext, optionally you can have(#) Button background layers. The button background can be a 
truecolor image on which you can draw or paint additional objects to represent the different 
button states. If you use backgrounds, each button needs its own background. 

The final layers areH Hilite button maps, drawn with colors and transparencies defined by 
the first layer, the color palette. The H button map layers define the normal, selected, and 
activated states. 

Table 6: . H ilite menu layers 




Palette 


(P) Pinnacle 
DVD color 
palette 


(P) palette 


You use the palette to define the 
colors and transparencies for the 
normal state, selected state, and 
activated state buttons. 


Background 


(B) background 
name 


(B) background 


You can change backgrounds 
within Impression. 


Button 
background 


(#) button name 


(#) button 1 


The button background can be 
any appropriate image. 


Button maps 


(~) button name 


( A ) button 1 


The maps are for all three states 
You draw and define the buttons 
using the colors in the palette. 
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About the Impression DVD color palette and Hilite buttons 

Thebest way to understand the palette and its function isto take a look at an example. If 
you're reading this in black and white, you'll have to picture the different squares representing 
different colors. You can also look at the first layer of any file with the letters Hilite in its name 
in the Impression Sample Menus folder: 




You draw each button with up to four pixels. The Pixel Type column at the far left contains 
placeholder pixelsfor the four button statecolors, and you don't need to alter the first col- 
umn. You use these Pixel Type colors to paint the buttons. When the menu appears on the 
DVD or in simulation, the placeholder color is mapped to the corresponding color and opac- 
ity in one of the other three columns, depending on button state. 

For example, you paint a button outline using the red square under Pixel Type. When buttons 
are in a normal state, anything that has been painted red becomes the opaque blue. When 
selected, that color isthesamebut it becomes semi-transparent. W hen activated, it becomes an 
opaque blue again. 



Q 



Pinnacle Impression DVD User's Manual 



Similarly, whatever you paint with the green becomes a semi-transparent red in the normal 
state, stays the same in the selected state, and becomes opaque when the button is activated. 



And reading the bottom row, the one that starts with the blue square: the transparent green 
becomes partly opaque when selected and completely opaque when activated. 

Important: Currently, Impression is limited to using a single DVD Color Palette for every 
menu in a DVD . If a project contains multiple H iliteM enus, the color Palette of the first 
H ilite menu will be used. 



We can summarize the use of the palette by taking a closer look: 



Pixel Normal La yet 




HHHHHHH_-n 

Activated Layer 



■ = transparent 



assssss 



The Pixel Types at the far left are placeholders colors, and you 
use them to draw and paint buttons. When buttons are Nor- 
mal, Selected, or Activated, each Pixel Type then adopts the 
Normal, Selected, or Activated Layer colors and opacity from 
the corresponding pixel in the same row. You can paint or 
draw each button with any colors you like, but every N ormal 
state button maps to the colors and opacity in the Normal 
Layer, every Selected button adapts the color Palette of the 
Selected Layer when the button is selected, and so forth. 
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Steps to create a Hilite menu using Adobe Photoshop 



You'll need to be somewhat familiar with Adobe Photoshop and, in particular, the use of lay- 
ers. See "A note about Adobe Photoshop" on page 77. 

1. 0 pen an existing .PSD file that already usesaPinnacleDVD Color Palette layer. The 
HiliteMenuTemplate.psd or anyfilewith Hilite in itsnamewill serve. In astandard installation, 
you would find thisand all example menus in... 

..\Program Files\Pinnacle\lmpression DVD-Pro\lmpression Sample Menus 

2. Create a new file and copy-and-paste Pinnacle DVD Color Palette layer as the first layer. 
If you want to change the color or opacity settings for the Normal, Selected, or Activated 
layers, you can do that now or later. 

3. Create a new layer, nameit(B) Background, — for example, (B) lake view background— and 
draw or import a background into it. 

4. (0 ptional) If you want, you can create a new layer as a button background layer and 
nameit(#) Button namel. 

Note: You can use true-color for the button background, but remember that buttons that 
have a true-color component cannot be used for motion menus described in "M otion 
menus— replacing a menu background with video" on page 45. 

5. Create another new layer, name it ( A ) Button namel. Then draw the button shape using 
any of the colors defined in the Pixel Type column. If you're using a (#) button back- 
ground layer, you'll need to draw then button in relation to the background button. 

Note: M akesureall anti-aliasing isturned off. Anti-aliasing produces different shades of 
colors to more closely approximate the desired shape, but will make the layer invalid for 
H ilite menus. 

Also, when you draw buttons, you should use the pencil tool rather than the brush tool. 
Thebrush tool gives certain effectsnot supported by Impression. 

6. For each button, repeat Step 4-5. 
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If you are reading this in b 
& w, the first column colors 
are... 



Example of creating a Hilite menu in Adobe Photoshop 

T his example illustrates the creation of a version of a sample menu, TrueColor-HiliteCombo.psd, 
that is provided to you in the Sample Menus folder. 

1. In Photoshop, open the HiliteM enuTemplate.psd or any file with Hilite in its name. 

2. Copy thefirst layer, the Pinnacle DVD Color Palette layer (Select -> All, then 
Edit -> Copy). 

3. Create a new file and save it under a name you choose. Paste the Pinnacle DVD Color 
Palette layer as thefirst layer (Edit -> Paste or Ctrl-v). 

4. Adjust the colors and opacities on the Normal, Selected, and Activated layers until they 
look likethefollowing example: 



it pid h ikie i| yd 



Pinnacle DVD Color Palette 

,vXr.y 



Nm-i.ll L*yn StltCWd Jj'fr 




Green.. . same asthe 
green in the Pixel 
Type column. 

All the other squares are 
black or white. 



Reading this palette, you can see that the colors and changes areminimal. We're goingto 
use background images as buttons and use the color mapping only to outline the selected 
and activated states. 



The Normal Layer is totally transparent black— no color. 
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• The Selected Layer is the same as Normal except that the second pixel is a totally 
opaque white. Whatever we draw with the red Pixel Type displays as opaque white 
when the button is selected. 

• The Activated Layer shows that the red Pixel Type displays as opaque green when the 
button is activated. 

Create a new layer and name it (B) Background. Draw or import a background image into 
the layer. In our example, we'll show the "H iliteCombo" background. 
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6. C reate a button background layer named (#) button 1. Draw or import an image as the 
first button background. 




7. Createanother button layer named ( A ) button 1. U sing the red Pixel Typefrom thelayer 1 
palette (See page 87) draw a rectangle around the first button background. 



r 



_ 




8. Repeat Steps6 and 7 for two more buttons, button 2 and button 3. 

You can seethe menu in action by running Impression, importing the menu as an asset, plac- 
ing it on thetimeline and linking it to video chapters, and then running a simulation in the 
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monitor. You'll see something like the following. If you run the cursor over the buttons, you'll 
seethe red pixel type displayed as green 1 asthebutton is selected. 




i i i — 



Creating a simple menu using a "paint" program 

Asstated previously, whileyou need to use Adobe Photoshop to take advantage of layering 
and transparencies, you can create menus using a si mple graphics "paint" program. The menu 
size must be 720 x 480 pixelsfor NTSC or 720 x 576 for PAL, in 24-bit color, and saved in 
Windows bitmap (.BM P) format. The buttons are of course smaller than the menu back- 
ground, with thesameformat requirements. For example: 

1. A new file is created: a black rectangle of 720 x 480 pixels, named background.bmp. 

2. Three. BM P files at 144x96 pixels are created, each in a different color. 

3. All the files are imported into Impression into thelmagestab of the assets library. 

4. The black background is dragged into the video track. Then it is selected and made into 
a menu with Make Menu (page 43). 
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5. The menu isthen edited, buttonsplaced in it, and links created. 
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T his example also shows the flexibility you have with menusand buttons in Impression. 

1. A photo image of clouds is re-sized to 720 x 480 pixels and saved as a 24-bit bitmap. 

2. It isthen imported into Impression as an image asset. 
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In thisfinal example, the bland rectangle buttons are replaced with some other bitmaps that 
from the sample directory. 



Irrjsrciaiun 




Once again, this is done with a utility "paint" program and photo images saved as bitmaps. 
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Appendix III Menus, toolbar, and player controls reference 



This appendix contains reference information about the Impression application. It does not 
repeat basics that were covered in "Getting around the desktop" on page 5. This appendix 
covers the details of the menus, the tool bar, and the player controls that were not covered in 
that chapter. 

Within the interface, there are several regions: the menu bar, toolbar, project timeline, assets 
library, player, and preview monitor. 

Menu bar 

Impression's design is based on visual interactivity rather than a menu-driven interface. 
Authors are able to drag and click to develop a C D or DVD project rather than scroll through 
a seriesof menus, searching for the next option to enter. A brief menu bar displays in the 
upper left corner of the Impression application for some of the most common functions: File, 
Edit, View, Tools, and H el p. 
File Edit View Project J_ools Help 
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Q 



File menu 



File 


New 


Ctrl+N 


□ pen... 


Ctrl+0 


Save 


Ctrl+S 


Save As... 




import Assets... 


1 C:\AMinervaV 


AProject.ipj 


Exit 









File New 

To create a new project within Impression, click File New. Alternately, you may also press 
Ctrl-n on your keyboard. A new, blank Impression project displays. 

If you are currently working on a project and haven't saved your file recently, Impression will 
give you the option to save your changes. Only one Impression project remains open at any 
onetime. 

File Open... 

To open an existing project within Impression, click File Open. Alternately, you may also 
press Ctrl-o on your keyboard. 





win 
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1 5= | 


'*l<5*^pi I 1 *»f-T7 *" r 1 









Using basic Windows navigation, select the file which you wish to open in the 0 pen window. 
Click Open. 
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File ~> Save 



To save an Impression project, click File Save. Alternately, you may also press 
Ctrl-s on your keyboard. Your file is automatically saved exactly in its current state. 

If thisisthe first timeyou have saved thisfile, the Save As window will display. Continue 
reading for information about theSaveAsoption. 

File Save As... 

To save an Impression project with a new name or within a new location, click 
File Save As... . 




Select the location where this project will be saved by clicking the down arrow in the Save in: 
field. Enter the name of this project in the File name: field. The default extension for Impres- 
sion projects is. I PJ. Click the Save button. 
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File — ^ Import Assets. 



To import assets such as video, audio, and menu graphics into your Impression project, click 
File Import Assets... . 



IH3 
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The Import Assets window will display. Complete Windows navigation to select the file you 
wish to import and click Open. 



File -> ProjectName(s) 

The most recently accessed projects will list hereby name. Click File Project_name for a 
shortcut to open one of these projects. 



File -> Exit 

To quit out of Impression, click File -> Exit. M akesureto save any changes to your project 
which you wish to retain first. 
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Edit menu 
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Edit -> Undo / Edit -> Redo 

To reverse the last action taken on your project, click Edit Undo. Click it again to reverse 
thenext to last action up to the first action taken. Alternately, you may also press Ctrl-z on 
your keyboard. If you change your mind and wish to "redo" your "undo" actions, click Edit 
Redo. Alternatively, you can click Ctrl-Shift-z. 

Edit -> Cut 

To cut aselected item (remove from its current position to place somewhere new), click 
Edit Cut. Alternately, you may also press Ctrl-x on your keyboard. 

Edit -> Copy 

To copy aselected item (leave it in its current position and also place somewhere new), click 
Edit -> Copy. Alternately, you may also press Ctrl-c on your keyboard. 

Edit -> Paste 

To paste a selected item (place a cut or copied object which is currently on the clipboard), 
click Edit Paste. Alternately, you may also press Ctrl-v on your keyboard. 
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Edit -> Insert Chapter 

Insert a chapter at the current location in the video clip. This command is the same as press- 
ing the F5 shortcut key. See page 33. 

Edit ->Start New Title 

Begin a new title at the location currently selected on the timeline. See "Working with titles" 
on page 36. 

Edit -> Split Clip 

Split a video into two clips and insert a new chapter at the beginning of the second clip. See 
"Splitting clips, creating new cells" on page 35. 

Edit -> Make First Play 

M akethe currently selected menu or video clip into the first display when the CD or DVD is 
run. See"M ake First Play" on page 54. 

Edit ->Make Menu 

M akethe current still imagein thevideo track into a menu. See"M aking athumbnail or 
other image into a menu" on page43. 

Edit *-Make Thumbnail 

M akeathumbnail image of thecurrently selected video frame. See "Creating thumbnails" on 
page 42 for more information. 
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Edit Preferences 



End 

7 Tit civ^M M*m)Gl'M>ta*Mflu< 
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The first two General preferences allow you to choose whether to see particular messages. Play 
MPEG2 video in half horizontal resolution should be checked if your graphics card does not sup- 
port overlay surfaces, if you hear break-ups when playing back PC M muxed VO B streams, or 
if you have less than a 300M Hz PI I. 

Try overlay first with MPEG2 motion menus should be checked if your graphics card supports 
overlay surfaces. 

The Video Mode should beset before importing menus. NTSC supports menus in NTSC mode 
(720x480 pixels). PAL supports menus in PAL mode (720 x 576 pixels). 

The Video Thumbnail Size allows you to choose the size of thumbnails as they appear in your 
project. You can choose between three different display sizes. 
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View menu 

| View 

[Toolbar 
✓ Status Bar 



View Toolbar 

When a checkmark appears in front of theToolbar option, then it is displayed in your appli- 
cation. To remove the tool bar from view, click View Toolbar. To return it to sight, click 
View Toolbar again. 

View -> Status Bar 

When a checkmark appears in front of the Status Bar option, then it is displayed in your 
application. To remove the Windows status bar from view, click View Status Bar. To return 
it to sight, click View Status Bar again. 

Project Menu 

| Project 

Simulate First Play 
Simulate From Marker 



Project Simulate First Play / Simulate From Marker 

Simulate the project in theplayer, starting either from the First Play or from the currently 
selected point on thetimeline. See also Chapter 9. 
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Tools menu 



lools 

Registration 
Build DVD 
Build CD 



For the Build DVD and Build CD commands, refer to Chapters 8 and 9 on finalizing your CD 
and DVD projects for complete information. 

Help menu 



Help 



Help Topics 
About Impression.. 



Help ~> Help Topics 

For on-line help about using Impression, select Help ->Help Topics. 
Help About Impression... 

For information about Impression, select Help About Impression... . 
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Toolbar 
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The first six buttons on the toolbar are Windows-standard options: New (start a new project 
file), Open (a project file), Save (current file), Cut, Copy, and Paste. For more information 
about these options, refer to their descriptions under the File menu and Edit menu earlier in 
thisappendix. 

Thequestion mark (?) icon displays an "About Impression" window. 

The last four buttons are Impression-specific options: Zoom In, Zoom Out, Simulate, and Pause. 

Click theZoom In button to stretch the timeline, to see more media clip details, more timing, 
but less overall timeline content. Click theZoom Out button to compress thetimeline, to see 
more overall media timeline content, but less clip details and less timing. 

Click the Simulate button in the toolbar to start your project playing at the first play location. 
Click the Pause button to temporarily stop the project from playing. 
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Player 



- 



0:00 
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The player is used primarily to run simulations of your project. 
Table 7: Player controls 



Button/ Control 


Use 


■ 


T he slider displays at thetop of the player when a video is playing. It 
shows visually where you arein the video. It also allowsyou to manually 
scroll through your media. D rag theslider to view media, forward or 
backward, at your own pace. 










Click the Play button to start your media playing from the location of 
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code as it plays. Once video is playing, the Play button changes to the 
Pause button. Click the Pause button to temporarily stop your media 
from playing. 


E 




T he timecode display offers two sets of information: first, it shows the 
time of a clip being played, ashour:minute:second;frame. A paused 
timecode displays the time for the frame displayed in the preview win- 
dow. You can also click once on thetimecodedisplay to highlight it and 
enter any value you like. Thedisplay then can bedragged onto any 
chapter mark in thetimelineto adjust its time. 

Second, it shows the type of timecode. See "Setting cell properties— the 
timecode type" on page 26. 








ag 




Click the Previous Chapter button to go to the previous chapter. 


D 


Click the Next Chapter button to go to the next chapter. 
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Table 7: Player controls 



Button/ Control 


Use 




Click the Backward button to view the previous media frame-by-frame 
for as long as the mouse button is held down. The timecode display and 
slide control show the relative time and position. 




Click the Forward button to view future media frame-by-frame for as 
long as the mouse button is held down. The timecode display and slide 
control show the relative time and position. 


□ 


Click the Home Menu button to view the first menu within your project. 
Thefirst menu is always designated asthehomemenu and isindicated 
by the home icon. If there is no H omeM enu thefirst clip plays. 


+ 


This set of buttons is available to operate on menus only in simulate 
mode. You can navigate up, down, left, and right through a menu, then 
click the center button to select the chosen menu item. 




These two buttons serve a "change track" function and also, by using 

■ ■ • ■ • ■ ■ ■ j- ■ ■ i ■ ■ r i i 

right-click, provide for viewing lists of tracks. 




Click the Change Audio button to switch to the next audio track. Use 
right-click to pop up a list of audio tracks. Select oneto which to switch. 


^3 


Click the Change Angle button to switch to the next video track. Use 
right-click to pop up a list of both video tracks and switch to the other. 
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Appendix IV Supported CD recorders 



Besureto install the necessary drivers and software that accompany your CD recorder. Since 
each CD recorder is different, you will need to refer to your recorder's documentation for 
instructions. Thefollowing is a multi-page table of supported CD recorders, listed in alpha- 
betical order by manufacturer,. Becauseof the ongoing introduction of new equipment, your 
C D -RO M drive may or may not be listed. If your player is not listed, it may have not been 
tested by Pinnacle, but may still be supported by Impression. T his list isfor reference only. 

Table 8: Supported CD recorders 




C reative 


RW2024E 


2x 


RW2024E 


lx 


HP 


CDwriter7100 


lx 


CDwriter7100 


lx 


CDwriter7100 


2x 


CDwriter8100 


lx 


CDwriter8100 


4x 


CDwriter8100 


4x 


JVC 


R2626 


2x 


R2626 


lx 


XR-R202X 


lx 


XR-R202X 


2x 



Appendix IV: Supported CD recorders 




Table 8: Supported CD recorders 





Speed 


M atsushita 


CW-7502 


4x 


CW-7502 


2x 


M emorex 


620 


2x 


620 


2x 




2801 


lx 


M itsumi 


2801 


lx 




2801 


2x 




CD D 3610 


2x 


Philips 


CD D 3610 


2x 




CD D 3610 


lx 


Pinnacle 


RCD5040 


lx 


RCD5040 


2x 


Plextor 


PX-R820 


8x 


PX-R820 


8x 




CD-RW MPS6200S 


IX 


Ricoh 


CD-RW MPS6200S 


lx 


CD-RW MP6200a 


2x 




CD-RW MP6200a 


2x 
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Table 8: Supported CD recorders 





M nrlal 

Model 


Speed 


Sanyo 


CRD-R800S 


8x 


CRD-R800S 


4x 


CD-R CRD R800s 


8x 


CD-R CRD R800s 


4x 


CRD-R800s 


8x 


CRD-R800S 


6x 


CRD-R800S 


4x 


CD-R CRD R800s 


8x 


CD-R CRD R800s 


4x 


Smart& Friendly 


CD-R8020 


4x 


CD-R8020 


lx 


CD-R8020 


4x 


CD-R8020 


lx 


Sony 


CD U -926s 


lx 


CD U -926s 


2x 


CDU-928E 


2x 


CDU-928E 


2x 


CDU-928E 


lx 


Teac 


CD-R55S 


lx 


CD-R55S 


lx 


CD-R56S 


6x 


CD-R56S 


4x 



Appendix IV: Supported CD recorders 




Table 8: Supported CD 



recorders 







Speed 




CDR-400 


4x 




CDR-400 


4x 




CDR-4260 


4x 




CDR-4260 


2x 




CDR-4260 


4x 


Yamaha 


CDR-4260 


lx 




CDR-4001 


4x 




CDR-4001 


4X 




CDR-4001 


lx 




CDR-4416S 


4x 




CDR-4416S 


2x 
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Appendix V Pinnacle Impression 2.0.2 Features 



1. Variable bitrate video 

Variable bitrate (V BR) video is now supported. Now, 
when-ever any video asset isimported, theasset file will 
be analyzed and an index file generated (with a ".toe" 
extension). During this analysis, a progress bar will dis- 
play the current progress. A VBR video stream will be 
indicated as such in the library in the "List " view. 
Streams can 1 be exported from Adobe Premiere using 
thecustom controlsfrom within the Video Settings of 
the Export M ovie command. 

Mote:When VBR is used for a CD build, the "Merge video and audio " 
option is not allowed.. 



[•■ !;rmr,qi mirMDI II Ijl.HHII 



NlTlillwiri 



ft* K^»cm4|H| 



INJ 



BEPEE:=fflFWra 



• QMM bt Vfi 














2. External document linking 

Documents may now be launched by an Impression project. Docu- 
ments are any files that can be opened by the playback computer, for 
example U RLs and Office documents. In thecaseof U RLs, thedocu- 
ment path may point to a web-page on the World Wide Web or to a 
local HTML file. Begin aURL with"http://" to indicate that it isa 
web-page from the World W ide Web. A document launch can be trig- 
gered byamenu button, thestart of a cell, or a chapter. The path isset 
in Button Properties, Cell Properties and Chapter Properties, respec- 
tively. To access external documents Right-Click on either a chapter 
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mark or on a working menu button and select Properties, 
then the link will be activated when ever the 
player reaches that chapter during playback. 
Thevideo playback will continue whilethe 
document or web page is opened in a new 
window. If the external document link is 
attached to a menu button thethelink is 
activated when ever a user presses that menu 
button during playback. Again, the docu- 
ment or webpagewill open in its own win- 
dow. Any local documents intended to be 
launched by a project should be placed in a 
folder.and this folder referenced in the 
"Extra document folder path " in Project 
Properties. All files in the Extra document 
directory will becopied onto theCD-ROM 
during the building process, regardless of 
whether they are referenced by Impression or 
not. Thisallowsthe author to include suppli- 
mentary files with thevideo presentation for 
applications such as online tutorials etc. 



If an external link is applied to a chapter mark, 
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This feature is only available from within CD-ROM or DVD-ROM projects. 
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There is no way to link to external files 
from a DVD (there is no data connec- 
tion to the player). T he user is respon- 
sible for making sure that there is 
enough room on the hard disk or C D 
to contain the extra asset folder. Dur- 
ing playback the Impression player can 
open external links. In thiscaseit has 
called up the Pinnacle website. Notice 
that both windows remain open. 
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3. Title-safe markers 



M arkerscan now be displayed in the Player window during menu editing to assist in button placement. Right-click 
on the menu in the player when editing a menu and select from the following new itemsfrom the pop-up menu: 

"Show Center M arks" -show the center marks 

"Show Video Safe" -show the bounds which are considered safe for video on a TV 
"Show Title Safe" -show the bounds which are considered safe for text on aTV 
"Show Grid Lines" -show a grid 
"M arker Color" -change the color of the marker lines 

These are toggle menus which can turn each of these features on and off concurrently. 
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4. Button size revert 

A menu button can now be 
restored to its original size. Click 
on the "Revert " button in the 
Button Properties dialog. Right- 
click on a modified button in 
the preview monitor and select 
Properties. Then press the Revert 
button to return a modified 
button to its original dimensions 
and location. 
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5. Asset refresh 

Assets which have already been imported 
into Impression can now be refreshed with- 
out deleting and re- importing the asset. This 
is particularly useful in the case of still image 
menus, where edits can be made in Adobe 
Photoshop and the results quickly visible in 
Impression. 

To refresh an asset, Right-click on the asset 
in the library and select the "Refresh " item 
from the pop-up menu. Assets can also be 
automatically refreshed whenever a project is 
opened. Assets that have been modified after 
the last project save will be refreshed. Auto- 
matic asset refresh can be turned from the 
Preferences dialog box. 
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Note: Asset refresh only works when the asset remains the same type. Specific types are: video, audio, true-color menu and hilite menu. Also, the 
format of the asset must remain the same. For example, the number of buttons in a menu, or the resolution of a video clip, should remain the same. 

6. Still image support for DVDs 

DVD title cells can now contain still images on the video tracks. The duration of a still can beset using an audio 
trackor by manually setting the still duration to afixed number of seconds. If an audiotrack isplaced under a still in 
thetimeline, then the duration is automatically set to the duration of the audio. If the audio track changed duration, 
the still will reflect that change. By placing multiple still image in a sequence a DVD slideshow can now be created. 
The default still image duration is 5 seconds. 



To manually set a still image duration, Right-click on the timeline above the still image to sellect the cell properties 
for the still image. T he cell properties are differenct from chapter properties. Enter the duration of the still imagein 
seconds and Press OK . 




Right click on the timeline (where the timecode is) to access the cell properties. This is where the still image duration is manually set. 
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7. Player auto-close 

Theplayer that ispart of aCD imagenow closes auto- 
matically whenit reaches the end of a project. To avoid 
the player application closing, make surethat the last cell 
jumps to a menu or loops back to the beginning to create 
a continuously running project. 

Every project will now quit at the end of playback 
unlessyou add a goto link at the end of the project. 




Bug Fixes 

1. Video duration indication in timeline is now frame-accurate. 

2. M issing assets replaced with proxy assets. 

3. Warning if exiting Impression whilebuild isin progress. 

Other Changes 

l.Audio duration as displayed in the library now shows "frames" as hundredths of a second. 
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T his section containsterminology which iscommonly used within thelmpression application 
and thismanual. Whilethisisagood way to familiarize yourself with Impression-specific ter- 
minology, only the basics are covered here. Applicationsof these terms are explained through- 
out thismanual. 

AC-3 Audio 

AC-3 isan audio compression format (also known as Dolby Digital), a common audio format 
on DVDs. 

Angle 

An angle is a video track. 
Asset 

An asset is any video clip, audio clip, or graphic (menus and buttons). 
Asset extension 

An asset extension is a file extension applied to each video, audio, or graphic to make it a for- 
mat acceptable to Impression. 

Author 

In thismanual, author refers to thelmpression user who creates the CD orDVD project. 



Bit budget 

Thetotal of your asset requirements within a project equalsyour bit budget. 
Build 

This is the process of "assembling" all your assets into one CD orDVD image file. 
Button link 

A button link isonethat is triggered when a button isclicked. 
Cell 

A cell is a natural division that corresponds to a video clip. In Impression, all audio, video, and 
subtitle tracks that are coextensive with the V ideo 1 track are part of the same eel I. A cell con- 
tains one or more chapters. 

Chapter 

A chapter is a logical section of a video clip. Chapters in Impression are indicated with a gray 
bar, numbered sequentially within each project. 

Chapter mark 

You may insert a chapter mark within any video clip. A vertical gray bar displays with the 
chapter number, and all following chapters will be renumbered sequentially within each 
project. There can be up to 99 chapters in a title. 

Clip 

A clip is a continuous section of a video or audio asset. 
DLT (digital linear tape) 

The media that is used to transfer the project image to a DVD . 
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Emulation 

In Impression, emulation means testing and viewing a finished image that has been built and 
saved on a hard drive. 

First play 

To set an asset asthefirst play, right-click and select Make First Play. The first play icon Q dis- 
plays within thegray menu or chapter bar to indicatethe "first play" of the CD or DVD project. 

Go To link 

This is a link that is triggered at the end of a video clip. 
Interactivity 

Interactivity is the basis for CD or DVD projects. The use of interactivity in the authoring 
process determines how viewers will be able to interact with aCD or DVD project when they 
play it back. Interactivity is set in Impression by the use of menus, menu buttons, and naviga- 
tional links. 

Library 

All assets are imported into the library window. Whether video, audio, menus, or button 
graphics are imported, they will automatically file themselves in the appropriate library tab 
(M enus, Clips, or Images). M enusfile under the M enus tab; video and audio file under the 
Clips tab; and button graphics file under the Images tab. 

Links 

A key element to CD or DVD interactivity, links literally jump the viewer through a project 
according to the way the author set them up. You can set up button links or Go To links 

MPEG-1, Layer 2 Audio: 

Thisisan audio format that usesM PEG compression. 



M PEG- 1 Video 

This is a video compression format targeted for CD playback. 
MPEG- 2 Video 

T his is a video compression format targeted for DVD playback. 
Monitor 

Within Impression, the monitor functions as an on-screen viewer which plays back any 
authored media. This is also known as the preview monitor. 

NTSC 

NTSC specifies 30 frames per second; 30fps is also considered "non-drop" since all frames are 
played back at exactly 30 frames per second. NTSC stipulates a frame size of 720x480 pixels. 

PAL 

PAL sti pulates 25 frames per second. NTSC stipulates a frame size of 720 x 576 pixels. 
Player 

Theplayer provides all the functionality to navigate through an interactive video project. Fea- 
tures include: thetimecode plus play, pause, first play, next, step forward, step reverse, and 
home menu buttons. 

Pixels 

Also known as pels, pixels are a unit of measure for video. Screen resolution is stipulated on 
the basis of pixels. 
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Preview monitor 

Within Impression, the preview monitor functions as an on-screen viewer which plays back 
any authored media. This is also known as the monitor. 

Project timeline 

SeeTimeline. 

RGB 

RGB standsforred, green, blue. These are the components which, when combined, create 
color in the video world. 

Screen resolution 

Screen resolution isbased on pixels. Thissize isdetermined by standards such asNTSC and 
PAL. All media in aCD or DVD project must have the same screen resolution. 

Scrub 

To scrub isto view the video byjumping along thetimeline — in Impression, by using Ctrl- 
drag on the timeline tab. 

Simulation 

Simulation is the real-time process of playing back the interactive project for testing, without 
recording a CD or DVD. 

Story board 

A storyboard presents a visual flow chart of your project. If the project requires only a basic 
level of interactivity, a simple straight storyboard may suffice. H owever, if your project plan 
necessitates a complex level of interactivity, a branching flow chart may be more appropriate. 



Sync 

Short for synchronization, thisterm appliesto the precise matching of audio and video tracks 
during playback. 



Tab 




Thetab isthetop portion of thebar which indicates the player location in thetimeline. You 
can click on thetab and drag it to anew location along the timelineto then start simulated 
playback from there. 

Timecode 

Thetimecodedisplay shows the time of a clip being played. The timecode displays as 
H H :M M :SS;Frame representing hour:minute:second;frame. 

You can also click once on thetimecodedisplay to highlight it and enter any value you like. 
The display then can bedragged onto any chapter mark in the timelineto adjust its time. 

Timeline 

Impression'stimelinerepresentsyour entire project— all media and menus— inoneloca- 
tion. Thetimelineisdivided into three sections: M enus, Video, and Audio. 

UDF (universal data format) 

This is the file format for the D V D project image fileto be transferred to DLT and then to 
theDVD. The file is saved as an .IMG file. 
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User 

In this manual, user refers to the viewer of the CD or DVD project. 
VOB (Video Object) 

This is a file extension indicating a format that involves merging the audio and video files into 
onefile. Often associated with DVD files, thisformat isalso appropriate for someCD players. 

Zoom in 

To zoom in to see more media clip details, more timing, but less overall timelinecontent, click 
theplus button (+) in the left of the timecode track of thetimeline. 

Zoom out 

To zoom out to see more overall media timeline content, but less clip details and less timing, 
click the minus button (-) in the left of thetimecode track of thetimeline. 



Pinnacle Impression DVD User's Manual 



Index 



Symbols 

(#) 86 
(186 
(B) 86 
(P) 86 

+ and - buttons 9 
.AC 3 71 
.BMP 43, 72 
.IMG 120 
. I PJ 95 
.M1V 71 
.MP171 
.MP2 71 
.MP3 71 
.MPA 71 
.MPV 71 
.PSD 77 
.SCR 75 
.SON 75 
.VOB 121 
.WAV 71 
??menu button 52 

A 

About Impression 101 
AC-3 Audio 109 
activated, button 76 
add 

assets to timeline 21 
buttons 39, 41 
tracks 30 
video clips 21 



Adobe Photoshop 77 

angle, defined 109 

angles, multiple 29 

application, Impression DVD-Pro 

93 
assets 13 

add to timeline 21 

delete from library 16 

display buttons 11 

import 96 

import button 11 

library 11 

linking to 48 

play, view 25 

requirements 14 

video and audio 13 

video and audio formats 71 
audio 13 

add clips to timeline 21 

clip 20 

delete clip 25 

extensions 71 

formats 71 

import 14 

language label 25 

multiple tracks 29 

preparing content 71 

track 20 

track properties 25 
tracks 9 



B 

background, menu 44, 45 
backward button 104 
bit budgets 14 
bitmaps, in subtitles 72 
build 

CD image 59 

DVD files and image63 

final CD 61 

final DVD 63 
Build an I mage 60 
button 

activated, selected, normal 76, 

84 
add 41 

asset display 11 
change track for link 55 
creating 76, 76-92 
default 52 
delete 42 

Goto or Resume 55 
import assets 11 
links 47 

mapping colors 84 
move 39, 41 
player controls 103 
properties 42, 55 
re- size by scaling 42 
selected vs normal 42, 55 
set position and size 42 
simulate 10 



Index 



titlesafe zone 41 
toolbar 102 
video 50 
view and edit 40 
button links 48 
check 57 
hide or show 52 



calculate bit budgets 14 
CD 

build final 61 
build image 59 
finalizing 59 
interactivity 39 
proofing 59 
simulate 57 

supported recorders 105 
title 13 

CD -compliant asset extensions 71 
CD -Pro 2 

cell properties dialog 27 
cells 23, 31-38 

deleting 35 
change 

color, title bar 38 

menu background 44 

menu background to video 45 
changing window sizes 6 
chapter 

bar 32 

bar, link 48 

comprehensive 23 

mark 34 



mark, insert within video clips 
33 

marks, moving 33 

marks, overview 31 

numbering 23 
check disc 59 
choose title button 104 
clip split 35 
clip, defined 14 
clips 20 
color 

title bar, setting 38 
color palette 84 
colors, subtitles 72 
Command type 55 
content, video and audio 71 
context-sensitive menus 7 
Copy option 97 
create 

DVD filesand image 63 
final CD 61 
final DVD 63 
interactivity 47 
link 48 

menus and buttons 76 

titles 37 
customized playback 39 
Cut option 97 

D 

default button 52 
delete 

assets from library 16 

buttons 39, 42 



cells and chapter marks 35 
part of split clip 36 
tracks 30 

video or audio clip 25 
desktop, navigating 5 
Digital Linear Tape 110 
disc space allocation 2, 14, 69 
display type 99 
DLT 110 
D rag-and-drop 7 
duration properties 27 
DVD 

build 63 

color palette 84 

emulation 65 

files 63 

first play 55 

H omemenu 104 

image 67 

PC Player 66 

record 67 

simulate 57 

Title and H omemenu 22 

E 

Edit 

Copy 97 
Cut 97 

Insert Chapter 98 
menu 25, 97 
menus and buttons 40 
Paste 97 
Undo 97 
emulation 111 



i 
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emulation, DVD 65 
errors, undoing 8 
exit 96 

expanded icon 

chapter 24 

menu 23 
extensions, video and audio 71 



file 

formats for assets 71 
Filemenu 94 
Exit 96 

Import Assets 96 

New 94 

Open 94 

Projects 96 

Save 95 

Save As 95 
finalizing CD project 59 
first play 22, 24, 54, 55,117 
first play link 47 
flow 57 

chart 13 

media in timeline 24 
force-activated menu 76 
formats 

audio and video 71 

subtitles 72 
forward button 104 
frame-by-frame 104 



G 

general preferences 99 
GoTo 

icon 24, 54 

links 47, 52 

menu icon 53 
gray bar 23 

chapter 32 

menus in thetimeline 22 

H 

half-horizontal 99 
Help 

About Impression 101 

H elp Topics 101 
hide button links 52 
hide status bar, toolbar 6 
H ilite M enus83-89 
H iliteM enuTemplate.psd 86 
home icon 

link 47 

menu 22, 104 
home menu 22 

I 

icon, large or small display 11 
icon, menu 53 
image 13 

build CD 59 

defined 14 

DVD 67 

import 
assets 96 
assets button 11 
button 15 

video, audio, menus 15 



Impression 

procedures 4 

reference 4, 93 
Impression DVD-Pro 2 
I mpressionPlayer.exe 60 
insert 

assets into timeline 21 
I nsert C hapter option 33, 98 
installation, Impression 69 
interactivity 13, 39, 47, 57 
interface, Impression DVD-Pro 93 

L 

language, audio 25 
language, subtitle 25 
large icon 11 
layer effects 79 
layers 77, 84 
laying out project 19 
library 

change views 16 

delete assets 16 

of assets 11 

window 14 
link 47 

change track 55 

codes 52 

creating 48 

Goto or Resume 55 
Link command 55 
list, view of assets 11 
local menus 7 
loop, video 54 
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M 

Make Default 52 

M ake First Play option 54 

M akeThumbnail option 43 

mapping button colors 84 

maximized 

chapter icon 24 

menu icon 23 
media files 14 
media player controls 103 
M ediamatics66 
menu 

add to timeline 21 

background 20 

bar 93 

button links 48, 52 
changing background 44 
changing background to video 
45 

colors in 78 
create, build 76 
creating 76-92 
defined 14 
Edit 97 

edit vs simulate 25 

H ilite 83-89 

H ilite & true-color 76 

icon 53 

import 14 

local 7 

motion 45 

numbering 22 

Project 100 

remove 16 



i (Q) 



samples folder 84 
screen size 78 

set project for NTSC or PAL 
99 

thumbnail 42 

tools 101 

true-color 78-82 

versions in video and menu 
track 21 

View 100 

view and edit 40 

working with 39 
menu navigation buttons 104 
merge titles 36 

Merge with Previous!" itle 36 
minimized icon 

chapter 24 

menu 23 
mistakes, undoing 8 
monitor 40 

motion (video) menus 45 
motion menus 99 
move 

buttons 39 

buttons and clip art 41 

chapter marks 33 
MPEG-171 
MPEG-1 Audio 117 
MPEG-1 Video 117 
MPEG-2 71 
MPEG-2 Video 118 
multiple tracks 29- 30 



N 

naming titles 37 

navigate menu buttons 104 

navigating the desktop 5 

navigation links 47 

new project 94 

next chapter button 103 

non-destructive editing 36 

normal and selected 76 

NTSC 78, 99 

numbering 

chapters and titles 23 

menus 22 

0 

O n Screen Display 72 
open existing project 94 
organization of project 31 
OSD 72,84, 86 
outpoint icon 24 
Output UDF I mage 67 

P 

PAL 78, 99 
palette, DVD color 84 
Paste option 97 
pause button 103 
Photoshop 77 
Pixel Type 84 
pixels, menu size 78 
planningaCD title 13 
play 

asset 25 
button 103 
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Play MPEG 2 video 99 
playback 

customized 39 

DVD 65 

DVD or CD simulation 57 
player 103-104 
controls 103 

M ediamaticsfor DVD 66 
preferences 99 
preparing 

menus and buttons 76-92 

subtitle files 72 

video and audio 71 
preview monitor 40 
previous chapter button 103 
producing CD title 13 
project 

laying out 19 

menu settings 99 

organization 31 

structure 13 

working with menus 39 
Project M enu 100 
project planning 

and split clip 36 
project preferences 99 
project timeline 9, 19, 103 

add audio, video, and menu 21 
properties 

assets 7 

buttons 42, 55 
title 38 
titles 37 
video 24 



Q- R 

quit 96 

rearranging assets 26 
record final CD 61 
recorders, CD 105 
Remove 

links 51 

thumbnails 51 
remove 

assets from Library 16 

assets from timeline 25 

buttons 42 
renaming titles 37 
right-click 7 

S 

Samples M enus folder 84 
save project 95 

new location 95 

new name 95 
scaling buttons42 
scope 13 
scrub 10, 57 
select 41 
selected 84 

selected and normal 76 
set 

chapter marks 34 

timecodetype26 

title bar color 38 
show button links 52 
show toolbar, status bar 6 
simulate 

CD or DVD project 57 

menu 25 



Simulate button 10 

simulation, scrub 10, 57 

size of thumbnail 43 

size, thumbnails 99 

small icon 11 

Snap to longest asset 27 

split clip 

and project size 36 
deleting portion 36 

Split Clip option 35 

Start New Title 37 

Status Bar option 100 

Still seconds 27 

storyboard 13 

subtitle 

assetsin thetimeline 25 
formats 72 
language label 25 
Pinnacleformat 72 
multiple tracks 29 
track 20 

track properties 25 
supported CD recorders 105 
System Command 55 
system requirements 2, 69 

T 

tab 

library 14 
timecode9 
T arget 55 

terms used 115-122 
test interactivity 57 
thumbnail 23 
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